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A familiar sight o)SQUARESOFT fans, Chocobo is inquisitive, 
loyal, and high-spirited. This fine-feathered hero can cast 
magic, claw foes, and use items to survive the dungeons: 
Your job is to learn how to use all of Chocobo’s abilities 

to the utmost, including equipping him with Claws and 
Saddles to boost attack and'defense stats. 


Chocobo needs to\do more than fight through the dun- 

geons: With certain items, Chocobo can dig through walls 

to find special items and new passages, as well as capture 

Essences from the enemies that cross its path, Chocobo - 
must also learn to rely on the kindness of his friends or 

hélper characters to,get the most out of each trip into the 

dungeons. 













"The money-minded Moogle, Mog, is Chocobo’s companion 
throughout parts of the game. With his knack for rooting out 
Gil from enemies and some decent attack power, Mog is 
important for stealing items in dungeons and managing 
Chocobo's finances. 


It is Mog’s curious nature and interest in financial means 
that launches the pair's adventure at the Cape Dungeon 
at the beginning of the game. Trust Mog to take care of 
Chocobo in a:tight squeeze once you reach the Village, 
but the Moogle’s persistent interest in treasure and Gil 
can get Chocobo into plenty of trouble. 
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Shiroma 






‘One of the only humans in the game,-Shiroma is a kind 
natured girl with a talent for healing magic. As a White Mage, 
she can heal Chocobo during trips to the dungeon, but only 
once per floor. Once in the Village, Shiroma is always there for 
Chocobo if you need to save your game. 










The other villagers harbor mistrust for Shiroma once the dun- 
geons\appear outside town. What has caused this rift? Can 

Chocobo‘help the situation return to normal so Shiroma and 
the villagers can get along again? 
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Village, Cid is a brilliant but often finicky old man who spends 

his days tinkering and creating machines. Cid’s Tower is yet 
another dungeon that Chocobo must explore to retrieve the t 
treasure at the ocean bottom. 


A tric ii te hi ides in the te itside tl ) ‘ 
in eccentric inventor who resides im the tower outside the >, 
oe 


As a helper character, count on Cid to help Chocobo in plenty of 
different ways, including dropping Land Mines to discover 
secret paths and items in a dungeon! Cid’s main strength is in 
creating different gadgets and machines for Chocobo to 
explore. This list includes the mysterious Submarine and 
the CidTank. Chocobo cannot, however, use Cid’s gadgets 
or machines. 
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_ be greatly rewarded with some very special items. Listen very 
carefully to each mage and you just might learn 












The laboratory of the Bla age in the Village is a perfect place for 
Chocobo to learn.about the different aspects of the game. It's a wise 
idea ‘to drop by the lab to find out if anything is happening—you'll 


event more! 
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Mrs. Bomb 


One of the matrons who live in the Village, Mrs: Bomb 
spends most of her day caring for her’explosive brood. 
Although usually kind of heart and caring, her disposition 
has suddenly shifted and she now has aidistinct distaste for 
all humans. Shiroma relays that this only happened once the 
dungeons started appearing around the countryside near the 
Village. Can Chocobo help? 
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Welcome to the Dungeon! 





Bursting with mazes, enemies, and items, Chocobo’s Dungeon 2 is first and foremost a dungeon 
game. You need to learn how to best fight the enemy, how best to equip yourself, and how best 
to manage your inventory. On top of all this, you must maneuver through increasingly massive 
dungeons. Initially, this feat may prove daunting for any adventurer, so we've compiled a helpful 
section to guide you through the basics and not-so-basics of getting around Chocobo’'s brave 
new world. This section will provide an easy reference to some of the oddities and wonders 
found in Chocobo’s Dungeon 2! 


Getting Around 


2FlW3 HP 38/45 85% 
There are two different environments in Chocobo’s 
Dungeon 2: the Village and the dungeons. You have to find ; a [tae eo beet racy 24 
your way through the Cape Dungeon twice before you gain 2 
access to the Village, but once you reach it, you'll find that 
you can buy items, chat with a host of characters, store 
excess items, and save your game in the different resi- 
dences there, 





The dungeons are a different story. Although you can save 
‘between floors if you have a ‘in your i 
dungeons are all about exploration and battling enemie 
You'll spend your time gathering items and equipment — 
while learning the finer points of combat from a slew of 
creatures. At the end of nearly every dungeon you'll 
, paths with a Boss that you must defeat before you can 
move on to the next dungeon. 








Mysterious Dungeons 


4fiv4 HP 35/35 100% 
The mazes in Chocobo’s Dungeon 2 are unique because ‘ 
once you enter, the only way to exit is by using a 

. You cannot backtrack to the entrance. Instead, each 
dungeon consists of randomly generated floors that change 
each time you set foot in them. The only consistent thing 
about each specific dungeon is the amount of floors it has 
and the events that transpire inside them. 
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Slee PME RP? ee MPL it’s always a wise idea to pack a Teleport 
Tag whenever you set foot in a dungeon. 
Otherwise, the only way to get out is by 
finding the exit (which is usually just past 
a Boss) or by getting knocked out. When 
Chocobo gets knocked out (or KO’ed), you 
find yourself outside the maze, missing all 
the items that were previously in your 
inventory. 


To save your game in Chocobo’s Dungeon 
2, you must either be outside a dungeon 
oF, if you're inside a dungeon, have a 
Memory Tag while passing to the next 
floor. 


The game saves over the same spot repeatedly throughout your journey, so it's 
wise to copy your file whenever you restart the game so you can reload an old 
saved game if you need to do so. This method isn’t necessary, but it helps in 
case you lose all of your items and mistakenly save over your previous slot. 


For example, inthe Main Menu screen, choose the option “Copy a game.’ Once 
you select a saved block to copy, that save will appear twice in your memory 
card selection. When choosing the option “Load a game,” it's important to 
choose the second saved block to avoid overwriting the first save. 





Your Character 


4 Wv62 HP288/371 112% 


You control Chocobo throughout the game. 
Chocobo’s main method of attack is his 
kick, which can only be used when explor- 
ing dungeons. But you also need to use 

to defeat the Bosses and 
monsters that lurk within the dungeons. 





Two Player 


AF W62_HP371/371 128% 


Chocobo’s Dungeon 2 is a unique RPG in 
that itallows a friend to join in on the 
action during dungeon segments. Simply 
choose 2P in the NPC (Non Playable 
Character) Mode option under Settings 
and a friend can control the auxiliary 
character when Chocobo heads into the 
dungeon. 








The catch is that the second player cannot equip or carry 
items at any time. The only move allowed for the NPC char- 
acter is an attack that can be carried out only when the ATB 
gauge for that character is enabled. Chocobo is still the main 
=) source of items, health restoration, and item collection. 





Battles 


AF W62 HP371/371 129% 


Because Chocobo’s Dungeon 2 is more of a dungeon RPG 
than a traditional RPG, its systems may seem a little diffi- 
cult to grasp at first. In the same vein, the game's battle 
system may take a little getting used to. 





All battles in Chocobo’s Dungeon 2 are time-based, using 
Ab62 W2057374 110% the now familiar ATB gauge used in other SQUARESOFT 
games, like FINAL FANTASY VII and VIII. This ATB gauge 
graphically displays if and when an enemy is about to 
attack. The catch in this game is that everything in the dun- 
geon is based on how many turns, or movements, you take. 
Each time you take a step, it affects the movements of all 
other creatures in the dungeon. Therefore, if you simply 
stand still, nothing happens. The moment you dash across 
the screen, your enemies are free to move again. 





Af v62 HP204/371 110% 


Learn how to use this feature to your advantage by giving 
yourself time to prepare for an attack or by taking a 
moment to select a Magic Book to use against an enemy. 
Depending on the speed of the enemy you're facing, fights 
boil down to turn-based moves. For every attack or move 
you make when confronted by an enemy in the dungeon, 
your enemy returns the favor in kind. 





AF 62 HP29 


As soon as you step foot in any of the dungeons in 
Chocobo’s Dungeon 2, you're in peril of stepping onto a 
trap. Although some of these traps can actually help you, 
the majority of them damage or hinder your efforts. 





6F W62 HP127/371 102% 
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limb, or status. One way is to use 
r whenever you reach a 





Pia 2a PEL Ee w eee bey are visible throughout that specific floor. 
The other way to reveal traps is to either 
light a torch or mechanical generator 
using a or 

(mechanical generators only use Thunder 
Books). After lighting the torch or genera- 
tor, all the surrounding traps are revealed. 


Below is a brief list of the more common traps you need to watch for: 


Lost-Child Trap You forget the map 









































Peel Trap All items are unequipped 

Landmine Explosive damage 

Frog Trap Turns your character into a frog 

Invis Trap Makes character temporarily invisible 

Confuse Trap Causes temporary confusion 

Poison Trap Poisons your character for a short time 

Level Up Trap Raises your character's level by one 

Nest Trap Drops your character to a lower floor 

Warp Transports your character to another area of the same floor 
Spike Trap Causes significant damage with spikes 

Sleep Trap Puts your character to sleep for a short time 
Attribute Traps Temporarily raises or cancels certain attributes 





There are more traps than the ones listed here, so you need to be careful when 
exploring dungeons. When you're incapacitated by a trap, like the Sleep Trap, 
= enemies are free to attack until you regain movement or consciousness. 


Fountains and Springs 


As you explore the game’s dungeons you'll 
' discover square-shaped impressions in the 6F 62 HP126/371 102% 

ground that are sometimes filled with eS gt 5 
water and sometimes empty. When they're 
filled with water, you can use an Empty 
Bottle from your inventory to scoop up 
tonics. The amount of tonics that you can 
collect from each fountain varies from one 
to three helpings, but they‘re important 
for when you're running low on tonics. 














46 v3 HP 38/45 61% : : — o 
When a fountain is ; empty, you can use a Geyser card io = 
ie aps refill it. (Geyser Cards prove handy if you've used Cid’s _ 
landmines or Crash Stones to break through obstacles and.__ 
walls. You can create an empty fountain on the dungeon ae 
floor when you use a Crash Stone or landmines. You can 
then use a Geyser Card to refill it and collect othe tonics 
that flow from its water. 








For water and essence 


Shortcuts! 


When you eS Cid’s Tower after complet g the pe 
Dungeon, each dungeon thereafter has. shortcuts 
your exploration a little easier. You can only access th se 
shortcuts after you clear the specified floor and. exit back 
: out to the bc oe — 
: l was thinking of 
building a shortcut to 
4Cid’s Place to 
make business easier. * 


For exon if yo 
floor, you mus 
floor. Afterwar 





Once you enter, the shortcut is exactly like 


a dungeon with a single floor maze. In the 
/Shortcut area, your job is to find the 
Mp», to the specified floor—in 
When you find the stair- 
e se case, you'll be able to 


jump to the sixth floor 
with ease. 


you Pass put 
a Teleport Tag.” ¥ 


soispg aUIDD 


ait 


staircase that will take you 
i | this case, the sixth floor. 
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The situation changes when you've cleared 
more than one assigned shortcut floor 
within a dungeon. For example, in Cid’s 
Tower there are two shortcuts: one on the 
sixth floor and the other on the eleventh 
floor. To jump to the eleventh floor, ee 
need to take the shortcut entrance in 
Chubby Chocobo’s Item Shop and find the 
SECOND staircase in the shortcut dungeon 
area. The second staircase will prompt you 
with the message “Another Shortcut” and 
if you take it, you have to fight through 
another floor of enemies to reach the next 
r Staircase, which takes you to the eleventh 
and higher floor. 





In dungeons like the Sea Floor Dungeon, you need to find your way through a 
handful of shorcut areas to reach the highest shortcut. Confused? Don't be-it 
may take a little getting used to, but in the end taking shortcuts greatly 
improves your chances for surviving the Boss fights. 


A good rule of thumb is to continually fight through the lower floors and 
Progress up to the floor just below the Boss, and then exit. When you're ready, 
take the closest shortcut to the Boss to save your items, energy, and Magic 
Books for the final fight of the dungeon. 





Dungeon Shops 


: In every dungeon after the Cape Dungeon, you'll come across Dungeon Shops. These merchants _ 
sell items that you probably won't be able to find in the Village, such as Claws, Saddles, Magic 
‘Books, and Magic Stones. : 


The items are lined up in rows along the ground. To exam- 

Sete Pe SELES eek (ine or check out an item, simply walk on top of it. You are 
, prompted to either “Pick Up,” “Kick,” “Drop,” or 

“Exchange” it. If you choose to pick it up, then you have to 
pay the entire cost of the item. Depending on the type of 
item, if you kick it, you may have to pay for it. This is the 
case if the item is a potion of some sort. If you choose to 
exchange the item, you need to swap it out with some- 
thing already in your inventory. This method works well if 


jTo sell an item, drop Te | . 
jit and vou'll get Paid ~. © you don't have enough slots in your existing inventory to 


a > fit the new item or if you have something in your stash 





that can pay for the new item. _ : 
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The items «Picked uP 
cost 200 Gil. Buy? 





TOME LYESP SeBCLE While there is a way to defeat Doom or 
‘ escape from it to the next floor, you need 

some very specific items and a lot of 
experience. Never attempt to shoplift from 
Doom unless you're prepared. One 
method is to use or 

to prep a getaway path through the 
walls. Make sure the path you make is 
} wide, to avoid being trapped. Using a 
Haste potion also helps you in running 





a run for it and make sure you know where the staircase to the next floor 
is located. If you slow down for a split second, Doom and its buddies will 
catch up. In most cases, you'll be KO’ed and kicked out of the dungeon. 


Fighting Doom 


Doom is the hooded figure that guards the 
dungeons. If you linger'too long on one 
floor ofa duane Doom will ace you 3f W62 HP171/371 112% 
down. You can escape by finding the stair- 
ase to the next level, but you'll have to 
do it quickly. The same is true if you open 
a treasure chest with Doom waiting inside 
of it. When Doom starts to close in on 
your party, watch its ATB bar carefully. 
When it begins to power up for its assault, 
KEEP MOVING! By doing so, its ATB bar 
Won't have enough time to build up to 
enable its Scythe attack. 


The Scythe attack depletes over 200 HP from either 
you or your partner's health gauge in one fell 

Swoop. Therefore, unless you're completely pre- 

pared to take Doom on, it’s always a better 
choice to simply run. 
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from Doom. Once you grab the item, make 
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Getting KO’ed and Starting Over 


When your HP reaches zero while in a dungeon, you're 
KO‘ed. When this occurs, you're returned to ground level 
outside the dungeon and lose all of the items in your 
inventory. Although you'll retain all the stats and levels you 
had when you were KO’ed, it’s still not a great situation. 





BG pos 
You must reenter the dungeon and either use a shortcut or 


trudge back up to the level you were on before you were 
KO’ed. 






To avoid the big KO, always know your limit. If you're 
running low on health restorative items and the enemies a 
keep getting tougher, use a to exit the dun- 

geon altogether. This way, you won't lose your items and 

you can reenter the dungeon when you're ready. To play it — 
safe, follow this golden rule: ALWAYS bring one Teleport Tag with = 3 
you on every trip into the dungeons to ensure an escape route . 


even in the middle of battle. ~ > 
ea ae ea ee) t 


Percentage Meter 


The number in the upper-right corner of the screen indicates Chocobo’s Energy. At the: t 
the game, the Energy level starts at 100%. When the number drops too low, it turns e 
color. When the Energy level drops to zero, Chocobo’s HP will begin to drop much 1 
move. The rate at which the Energy level drops is dependent upon the Energy ting on 
Claw, Saddle, and the Collar that Chocobo has equipped. You can restore Energy by using 
tain Nuts (Peanut, Life Nut, Lasan Nut, etc.). Some Nuts restore more Energy than others. 
can also increase the maximum Energy percentage by eating Energy Nuts. Chocobo’s E 
evel peaks at 200%. : 
















Capturing Essences 


Later in the game, you can actually cap- TF W62 HP294/371 122% 


eer Ses, 
“ge 


ture,monster Essences on your journeys 
through the different dungeons. To do so, 
you must equip several in 
the fourth slot on your equipment menu. 
Then, when you confront an enemy, whit- 
tle down its HP until it is almost defeated. 
Then start kicking Empty Bottles at it. 





4F 62 HP318/371 123% 


If you manage to defeat the monster with 
an Empty Bottle, then its Essence will be 
captured in the bottle for you to pick up. 
You can differentiate between regular 
Potions or Tonics and Essences by their 


colors. Essences will always appear in your 
us 


inventory’as red liquids. 





What do you do with Essencés? There are 
a few ways to get the most out of them. TE W62 HP292/371 122% 
One way to use them is to use it on your- 
self in a dungeon. Each Essence will have Sibieiestte 
a different effect, depending on the mon- Ce 
ster you extracted it from. Therefore, it's a 

wise idea to always identify the!Essence 
before using it on yourselfHowever, you 
can also use /anjEssence on an enemy. If 
the qualities of the Essence are offensive 
for attack, then it works well in battle. 





But the most important way to use an 
Essence is in combining Claws or Saddles. 
Some Essences exist solely for this pur- 
pose, and will greatly enhance the attrib- 
utes of your equipment, while others wi 
add new elemental defenses or qualities. 
There's more detailed information about 
Essences in the Items & Weapons section 
of this book. 













Village Life : 





After clearing Cape Dungeon with Shiroma, you have access to the Village. The Village is the 
place where you return whenever you're not in the dungeon. It's also the place where you can 
save your game, gather information, buy, sell, and store items, combine equipment, and access 
dungeon shortcuts. Read on to discover and learn everything that's available to you in the 


Village. 


Getting to Know the Neighborhood 





There are lots of different locations in the Village and each one offers different things. 


a You can save your progress if you 
nap in Shiroma’s bed. 








Baby Mo 
and Ben live here, but if you 
enable a certain event detailed in 
the walkthrough sections of this 
book, Baby Mo’s mother, Barbara, 
returns here. 





After 
a certain point in:the game, you 
can view descriptions and statues 
of all the monsters you've defeated. 


W414 HP 86/86 





Mrs. Bomb 
and her children live here. Mog 
also stays at Mrs. Bomb’s house in 
between adventures and lets you 
Save inside the guest room. You 
may also get a chance to meet the 
programmers of Chocobo’s 
Dungeon on the second floor at 
random times. 


: 
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This is 
the place where you can combine 
weapons for a fee, uncurse equip- 
ment, and even receive Feathers 
from the Head Magician. You must 
complete certain requirements 
before these services become 
available. 


W99 HP 639/639 





Gotton and 
Gauche guard the Tree of Life. If 
you have enough Feathers and are 
generous enough to spare them, 
Gotton and Gauche reward you 
with Nuts and possibly even 
Feathers! 
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Tonberry runs the show at 
the restaurant in town. Make sure you check in and 
talk with Tonberry and the patrons to enable certain 
events and eventually open the Juice Bar down- 
Stairs. 





Wv99 HP 639/63 


Downstairs from 
the restaurant, Lamy can reward you with a special 
Essence if you bring her a special item. Later in the 
game, you'll even have access to a jukebox that 
plays the different tunes heard throughout 
Chocobo’s Dungeon 2. 





= This is the place 
where you can buy and sell certain items with the 
assistance of Chubby Chocobo. You can also use the 
shortcut entrance near the rear of the shop after 
you complete certain requirements. Make sure you 
drop by frequently to see if anything new has been 
added to Chubby Chocobo’s list of items for sale. 


























Hi-Potion 200* 
Dispel 300 
Identify 100 
Map 300 
Peanut 50 
Tasty 400* 





Teleport 





For a fee, you 
can store up to 100 different items in the lockers at 
this shop. You first need to find Chip to prompt 
Gamedon to open up his side business: repairing 
and upgrading equipment for the affordable price 
of 2000 Gil. 


Stop by the dif- 
fernet sculptures in town to speak 
with Ben. If you supply him the 


Wv44 HP 86/86 


right items, something special 


occurs. 









After Cape Dungeon 
sinks to the ocean floor, you can 
often find treasure on the beach. 
Check here occasionally to see if 


- . 
wale te ee as ae any new chests have washed 
a ashore. If you keep it up, you 
: 
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might even meet someone who 
can help you out. 





\ 





As you meet and greet the different citi- 
zens of the Village, you discover that they 
each have their own story. Oftentimes 
you'll discover that they're willing to offer 
you their services, but only if you com- 
plete certain objectives. These objectives 
range from reaching a certainypoint in the 
game, answering their. quéstions correctly, 
or giving them special items. 





Always talk to the people 
in the Village and always 
try to fulfill their needs 
by giving them the items 
they ask for. You'll dis- 
cover that the favors 
they return far outweigh 


"It's nice that it’s f 
: clean and all. but SRIERIIVESS ft 
it’s Kinda Ipnely now. ¥ 








ry The events that take place in the Village are paced so 

“7 that they only occur if you keep returning and talking 
with the villagers in between visits to the dungeons. If 
the walkthrough mentions that something is supposed 
to occur at a certain location in the Village, but you can't 
get it to happen, try returning to the dungeon and pro- 
gressing a few more floors. Then return to town and 
speak with the villagers again. You'll usually find that the 
event is enabled. 





Some events are easily triggered by heading into the dun- 
geon, however, others take a long time. You must always 
complete one part of the event to bump it into the next 
phase. Remember to be patient and persistent when trying 
to enable events in the Village. 
















Managing 


Your 
a. y ‘\ 2 op 
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Chocobo’s Dungeon 2 places a heavy emphasis on how well you manage your inventory. Make 
sure you read the following section thoroughly to get a firm grasp on what you face when you 
start the game. 


4F W62 HP288/371 112% 


Take it slowly when you start. There are a lot of things to 
learn and many of the features found in Chocobo’s 
Dungeon 2 are very different from those found in other 
RPGs. Experiment and try new things. You might be sur- 
prised with some of the results! 





One of the unique options is the ability for Chocobo to combine different equipment and items. 
You can make a Saddle tougher and resistant to specific types of magic, while using regular 
items like Cards to create completely new ones in dungeons. 





ee I 





Stoves are areas in either the dungeons 
or the Black Mage’s Lab where you can 
Epi Mythril+T 5 combine Saddles and Claws. When you 

we Nv find a Stove, you need at least two 

Qlron Saddles or two Claws to use it as well as 

0 BOTS a Fire or Thunder book, but it will cost 

pds you 300 Gil for each use. If you meet 

these requirements, you can choose the 
two pieces of equipment you'd like to 
combine. 


SdIsDg | SUIDD: 





6F 62 HP229/371 104% 


The results vary, but the resulting Claw 
or Saddle will have attributes from both 
ingredients. If you have an Essence or 
Nut that’s useful for combining, then 
you can toss it into the mixture as well. 





Book of lightning masic 





v6 HP371/374. Combining your equipment is especially 
Rance useful when you're preparing for a Boss 
— ~ fight or if you need a special attribute 
assigned to your Saddle or Claw. For 
example, if you're going up against ene- 
mies in a dungeon that are particularly 





: pa : 3 vulnerable to ice, but you also want to dig 
@ lfrit hee F- through walls, try combining 
@ seit Geary (Oe with ; 
L@ lfrit t “ 
Unfortunately, you can’t have every effect 
and statistic from both Claws or Saddles 
contribute to the resulting item. For this 
reason, you can use and to boost or add special abilities 


or effects to the resulting equipment. 


are particularly useful in that certain types of Seeds increase the effects 
of Claws or Saddles. give you a chance to ensure that all elemen- 
tal effects from both items end up in the resulting equipment. let 
you potentially add all the Special Abilities of both pieces of equipment (Frog, 
Sleep, and so on). ensures that all special effects are permanent on 
combined items, while the Level Seed upgrades the item’s MAX level by one. 


Check out all the ways to use this combination feature to your advantage. 








are much more random than Stoves. You can Eiwtr Pp! HP371/371 126% 
combine any two items from your inventory in Recycle 
Boxes and the resulting items are randomly chosen. It’s 
wise to use this feature when you're willing to experiment 
or if you're in a pinch and need to make more room in your 
inventory, or you're looking for items like Hi-Potions. Try 
out the boxes when 

Lee MPL EP We MPA) you can and see 
Reaycle Box what you get from 
_ ae them. 





Using Spells 


AF 62 HP222/371 141% 
Spells in Chocobo’s Dungeon 2 are cast from 5 
Collected as items, Magic Books come in all different ele- 
mental varieties. You must use them, like items, to cast 
magic on enemies in dungeons. As you continue to use 
these Magic Books, they gain levels, and with the higher 
levels come stronger and more visually impressive spells. 





4F W62 HP289/371 141% 


Later in the game, you discover new Magic Books, such as 
the e ,and . These 
i are used in conjunction with the different Feathers you col- 
bf & ee lect. Certain types of Feathers are considered “MegaSpells” 
ne i ts while others are considered “regular Spells.’ There’s even 
the special abilities spells, which can be used by casting 
Cantrip magic. 
















MegaSpells range from to and affect the 
entire screen of enemies, while the regular Spells include 6f Wv62 HP 957371 101% 
and and only attack one enemy at a time. The 
Cantrip magic spells are the special ability type magic that 
spans from Frog to Sleep. Make sure you use your basic 
elemental Magic Books as much as possible to level them 
up and make them more powerful. They change their look 
when cast and increase in strength at Level 9 and Level 17. 
Keep an eye on the levels of your magic by checking the 
Spell level options in the Menu screen. The Menu screen 
shows your current spell level as well as how many times 
you must cast a particular magic book to increase your 
urrent level. 
























Feathers 


are another type of item you can i 
collect throughout the game. Feathers MAX HP UP 
semain in your inventory and don’t disap- i | & ATK UP 
after being used. Most of the : 
ers (those on Pages 1-4 of the oie oe 
ers menu) are automatically activat- A brie 
‘or used. Feathers such as the MAX HP 
are put into action when 

‘re collected, while other Feathers, pian eg 
like , are used when you cast magic 


Ultima, 
from the MegaSpell Book. 





However, the Red Feathers on Pages 5-6 
of the Feather menu must be manually 
used in dungeons to call up a special 
leer, helper character. You can actually replace 
# Flare ==, your NPC character, like Mog, with Ramuh 
# Bip e for the duration of the battle, This feature 
is especially useful in Boss fights because 
you can call upon a helper perfectly suit- 
ed to exploit the elemental weakness of 
the Boss. For examle, if you're facing Imp 
Robo #55, who's vulnerable to lightning, 
you may want to call Ramuh into action. 





Feathers aren't exactly easy to come by, 
7 though. There are only two ways to 
Teteive them. One way is to complete cer- 
» > tain events in the Village. The other way is 
to break either a Claw or Saddle when it is 
equipped. But this requires that particular 
Claw or Saddle to be a product of an item 
combination when using a Stove (the 
combined equipment is noted in blue text 
in your inventory) and at least at “+1” 
level or higher. You may want to refer to 
the chart in the Items & Weapons section 
of this book to find out what Feather 
you'll receive for the type of equipment 
that’s broken. 
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ntifying Items & Equipment 





ee Es 
While you're in a dungeon, most of the items you discov- 
er and collect are unidentified. 


When an item is unidentified, its effect is unknown and 
therefore it’s risky to use. There are a few ways to check 
out such an item’s effects without using an Identify or 


Verify Card. If itis a or , you can kick it and 
discover what it is when it breaks. Thereafter, the item 3 
will be identified Bisartier 
tee Sweet 
as what it is in @ Life 





vvample, yeu CARER 
e : kick a Flabby Tonic 
and discover that it is in fact an Amnesia Potion, for the 
duration of that one stay in the dungeon, you'll always 
=) pick up an Amnesia Potion instead of a Flabby Tonic. In 
} addition, all of the Flabby Tonics in your inventory will be 
|) renamed and identified accordingly. 


Identifies one item 





1f 62 HP371/371 


Identifying items like is a little trickier. You need to 
. gamble by using it (which is not recommend- 
ed) or kick it at a monster. The effect will 
be exactly like kicking a Bottle or Tonic 
in that it will be identified in 


your inventory from that point ) [Peres carl 


forward during your visit to 











Chocobo can equip a number of different 
types of armor and weapons in the four 
slots allowed. The two most important 
pieces of equipment are Claws and 
Saddles. improve Chocobo’s attack 
power and depending on the type 
equipped, Claws can be imbued with dif- 
ferent types of elemental or status 
effects. You must learn how and when to 
use physical attacks against an enemy, or 
if it is better to use Magic Books to 
defeat them. 


6F v62_HP229/371 104% 








are your main means of defense 
against physical attacks and often magi- 
cal ones as well. There are numerous 
types of Saddles to equip. Some of them 
ithe are naturally resistant to certain types of 
Chocoke » Next) 14 magic or status attacks, while others have 
eS Mythels specific strengths that emphasize 
| Durability (DUR) or Energy. 





Saddles and Claws each have strengths 
and weaknesses. The most important sta- 
tistic to keep in mind when choosing 
which item to equip or combine is its 
DUR value, which can’ be viewed in the 
equipment’s Stat menu. 





The Durability (or DUR value) of a Saddle 

_ or Claw represents how long it will last 
when equipped. Each time you either 
inflict or receive damage, the piece of 
equipment sustains some damage. When 
you receive a message during battle that a 
Claw or Saddle has received damage, i 
means that its DUR has lowered signifi- ana 
cantly. When a Claw or Saddle’s DUR ft 
reaches zero, it breaks and you need to ‘@ 25) ea 
equip a new item. Although it's not neces- 
sary to have either a Claw or Saddle equipped at all times, your defensive and 
offensive power are drastically lowered without them. 








W62_HP371/371 


You can improve the DUR values of either Claws or 
Saddles by visiting Gamedon after a certain point in the 
game, or using while you're inside a dun- 


[2] Geyser 








1 Equipment 


Remove ite! 8571007100) 


When you find Saddles, Claws, or other equipment for : 
Chocobo inside a dungeon, it is listed as an unidentified te 

item unless you use a or to @ Reflect 1 
identify it. Equipping an unidentified Claw or Saddle can bite | 
sometimes be a risky move, because they can be cursed. 





If you equip one of these cursed items (or if a monster 
casts Curse on your equipment during battle), you won't be 
able to unequip it without the use of a - You 
can also speak with Jessie, the Black Mage, in the Village. 
The only other way for a cursed item to be unequipped is 
for it to break when you're inside a dungeon. 





You can distinguish cursed items by their color in the inventory menu when 
you return to the Village. Their gray color and “-1” statistic indicate their cursed 
status. It's best to simply sell them at Chubby Chocobo’s Item Shop in the 
Village. 





There are two more slots on Chocobo’s equipment 
menu that you can fill. The third slot is open for you to 2F W62_ HP372/372 122% 
equip . These items can only be found in dun- feem AA 

geons. But like Saddles or Claws, there are some Collars 
that can work against you, so it’s best to identify them 
before equipping them. 


Aside from Collars, you can equip and dif- 
ferent types of in the fourth slot on your equip- 
ment screen, You can use Stones for distance attacks or fh Teleport = 
clearing walls and obstacles if you find 
Empty Bottles inflict very little damage, but are all-impor- 
tant for capturing monster Essences. 





The following are general tips to keep in mind whenever you enter a dungeon. 


Try kicking different Cards at enemies. You may be pleasantly surprised 
by the result. Kick an Identify Card at an enemy to learn its name and 
HP. A Lost-Child Card causes the enemy to lose its will to fight, giving 
you a chance to attack full-on. Rust Cards are ideal against mechanical 
enemies (like Imp Robos) and reduce 1/4 of their MAX-HP.- = 


If you are turned into a frog by a trap or enemy, you can also turn 
another enemy into a frog by attacking it. Its HP, defense, and attack 


| 
powers are drastically reduced, making it an easy battle. 


a 
a 
© 
a 
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You can kick Teleport Tags and Teleport Boxes at enemies to get them 
to disappear! 


Never kick a Nitro at a Bomb or it will split into two enemies! 


If you use a Divide Card to duplicate a Claw or Saddle, you receive two 
of the same item but their stats, like DUR and level, are cut in half. 


You can get rare Feathers by breaking a Claw or Saddle that is at Level 
+6 or higher. 


The damage from Empty Bottles is always 4, so keep this in mind when 
trying to draw Essences from enemies. Try to whittle down their HP to 
a low amount, and then kick a few Empty Bottles at them to finish 
them off. 


Kicking an Amnesia Tonic at an enemy paralyzes them, making it 
impossible for them to attack. 


Be careful when using Crash Stones to destroy walls and enemies. They 
also destroy items if any are in the way of its path! This is especially 
true when trying to locate rare items in the walls or obstacles of a 
maze. You're best off using Digging Claws to discover hidden items in 
the walls. 


If you get caught in’a Slow trap or if an enemy casts Slow on you, your 
speed is drastically reduced. Enemies can hit you twice a round. 
Luckily, your partner can attack twice a round until you're returned to 
normal speed. 
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As the game begins, you 
and your friend Mog 
stumble across a myste- 
rious looking entryway 
set within a seaside cliff. 
Mog convinces you there 
ia are countless precious 
7 treasures awaiting dis- 
covery within, and you 
both enter the dungeon. 


















As you journey through the 
f first five floors of the Cape 
” Dungeon, Mog fights mon- 
$¥ sters at your side. Always 

allow Mog some room to 
hy throw in a few swipes when} 
you approach an enemy. You can rely on your friend to be 


735 
quick and deal a good shot in a tight squeeze. a 


99% 





van thine 
%, 000 So 070, 
“~~ Wild Rat 
Wild Rats are quick 
and strong; don’t 
get surrounded by 
a group of them. 



















Dark Goblin 
With powerful 

attacks, the best 
way to defeat itis | 
to use your Magic 














Be careful that 
Goblin doesn’t 



















_ Nut Eater " Hedgehog 
These creatures have ; _| With high defense, 
high speed and will | Hedgehogs are 






Black Mage 
Chase these crea- 
tures down to avoid 




















usually attack twice quick and powerful. getting zapped by —— 

during a round. their spells. eo £4 
‘3 ; 

- r . 
‘ 

_ 

a tag . 

i 
Sok - 
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3Fly3 HP 45/45 69% 
v2 Although it’s only six floors deep on your first tems yigesesiseit 

trip through, you'll find a few noteworthy items 

within the Cape Dungeon. Watch closely for 

Unlit Torches on some of the dungeon)walls. 

Use a Fire Book or Thunder Book to light them 

and you'll illuminate many of the surrounding »_ 

traps. 


‘ " Stiv4 HP 26/49 56% 
Use this first trip into the dungeon to learn the som laa . 

basics of battle and exploration. You won't have, : 

that many items to start off with, so don’t worry 

about getting KO'ed before reaching the fifth 
floor. Simply take the time to get accustomed to 
the gameplay and how to use items. 















On the second floor, yo 
Goblin beating up on a Guz. Mog w 


\ the ‘oblin defeats the Guz, it wi 
> Goblin and become more 


choose to avoid it or fight it— aie 
have a few Magic Books | 
decide to take it on. ee 


g shows Chocobo how to 


get through ti by walking diagonally. 
You'll need ire throughout the | © 
game to ge! dungeons. : 


bs. 562 a 
“ vue 
oe § & ,% 
a) 
Tt . 4 
7 + p 
. Se ey od 
4 When you reach the sixth floor, you automatically ame 
see a cinema where Mog discovers a lever near the we 4 
back of the dungeon. Once Mog pulls the lever, you , 
are tossed out of the dungeon and back outside, is 


where another cinema introduces you'to Shiroma; ‘ a 
a kindly White Magetwho livesnearby. “treasu 


oe 











4 

/} "When you awake from 

your injuries, you are 
greeted by a young 
woman who introduces 

* herself as Shiroma, a 

‘White Mage. She has 

~~ nursed you back to 

. _shealth and leaves shortly 

| } Fricag warning you not to 

suse the Jiggly Tonic that 
Sits on her bookshelf. 





After she leaves, you can take the Jiggly Tonic and use 
the bed to save your game at any time. When you're 
ready, exit the small cottage and return to the entrance to 
Cape Dungeon. It's time to reenter and find Mog! 









Cape Dungeon is basically the same as you left it, until you 

,_, teach some of the lower floors. There are 10 floors to 

| +» explore in Cape Dungeon, and you'll travel solo for half of 
the journey until you bump into Shiroma on the sixth floor. 


Throughout your journey, make sure you level up and 
stock up on Fire Books in anticipation of the Boss fight 
that awaits you on the tenth floor. This is a good opportunity for you to boost your stats 

and collect items. 

Although you won't 

have access to the 

Village just yet, you can 

always pick up a 

Teleport Tag and some 

other goodies from 

Shiroma’s bookshelf in 

her cottage if you hap- 

pen to get KO’ed during be 
your trip. . 


41FW4 HP 47/49 97% 1§W4 HP 48/49 98% 





YoU GET KO'ED IN THE DUNGEON, YOU ARE RETURNED TO SHIROMA'S COTTAGE OUTSIDE. IF 
0 ITEMS IN YOUR INVENTORY, MAKE SURE YOU PICK UP THE PoTION, Map Carb, TELEPORT 























All of | the -old adversaries are back, but there are a 5a, new faces to add to the familiar 
cast of creatures. 
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Gobin Gobi 


|| Head bute Bullvin’ Guz"s 
| | Bull a'Gus ke boteer “than, 
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’ r k Mage Goblin 
These undead vil- | Chase these crea- With the high Goblins have low 
laims rise from the tures down to defense and long defense and low 
floor and pack a avoid getting range attack, you attack power. 
powerful punch, zapped by, their need to take out 
but they're quite spells. these creatures 
slow. quickly. 
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telly 4 Kuz 
Nut Eaters are Usually peaceful, Quicker than the 
speedy and power- | | these monsters are | | Guz enemies, Kuz 
ful, but not nearly easy to deal with. are still fairly easy 
as tough as the | to defeat. 
later enemies. 
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(S| (a Stoves and other dungeon mainstays like . 
ee t 6 Bookshelves, Junk Shelves, and Torches play a 
Ca be significant role in getting you through your second | _ 
% J trip through Cape Dungeon. Make sure you exploit | 
a +) * ; all of these dungeon features by pilfering items 


from them and using the Stoves to combine any 
' G Claws or Saddles you have in your inventory. 
fd You'll want to combine your Claws using either 


" . Fire Books or Thunder Books for maximum prepa- | 
wn ration against the Boss Skullhammer. 

ree 

| 7 

pe 

aE 


As you progress further into the diingeon, the ~~ 
floor plans change to expose stone floors and nar- 
row halls. You'll still be able to dig through walls 
with the appropriate Claws or Stones to sniff out 
quicker routes and hidden items. 













Use Shiroma’s ability to heal you for major HP 
once per floor to its utmost. You'll want to build 
up your levels as much as possible in these early 
stages to prepare for the Boss of the dungeon and 
the rest of the game. 


It's a wise idea to get through the first five floors 
of the dungeon to meet up with Shiroma and have 
her join your party before you use a Teleport Tag 
to get out of the dungeon and rest up or save. This 
way you can have her at your side through the 
first five levels when you reenter. 














or 


’ * 
- When you reach the fifth floor, 
event in which you bump into Shirom 
friend, Chubby Chocobo. While Chubl 
- takes the opportunity to 
Shiroma continues deeper into the/ma 


_you can catch up 
her. 


og 
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tranded on the sixth floor when you 
agrees to forces with you. This is 

hit ge abilities are very useful. 
wers you can reserve your 
ling items, like Drain Books, 
Boss, Skullhammer. But don’t 
‘oma, because she can only 
floor. Once you use her healing 
i efs, 9 resort to using your Potions 
or using a Teleport Tag to exit the dungeon alto- 
gether, unless you can hurry to the next floor. 


scared by myst 


~ 


as 


= Buildup your levels and increase your stats by collecting Claws and Saddles. 
_ Shiroma’s company ack traipsing through the dungeon repeatedly until 
you're strong enough toface the Boss. _ 
5 
























As mentioned earlier, when you reach the fifth 
floor you bump into Shiroma and Chubby 
Chocobo. Shiroma continues deeper into the dun- 
geon before you can catch up to her. 





On the sixth floor, you join up with Shiroma an¢ 
she explains how to use the Stoves that you stu 
ble across in the aueens. Use the Stove to 
up your Claws or Saddles along with any Fire or 

under Books that you've collected during your 
journey. 


The tenth floor houses Skullhammer. Make ef 
you save your game using a Memory Tag before’ 
you climb up to the top level so you can always. 
start from your last save point if you're defeated, 








‘ 7 i 
When you first start the fight, keep moving! Make sure you 
heal using Potions and kick a few over to Shiroma if she gets 
hit. Remember that Shiroma can heal you if your HP gets 
below a certain level and your meter glows yellow. Use Fire 
Books on Skullhammer. Once you cause enough damage, 
Skullhammer transforms into its second form, which consists 
of several different parts: a head, two arms, and a heart. 
Concentrate your Fire attacks on any one of Skullhammer’s 
body parts when it’s in this form. Keep plugging away and 
use as many Potions as needed to restore your health. You 
need around five to seven Fire Books and around three 
Potions if you're at the recommended level. If you fail to 
defeat any one part of its second form within a certain 
amount of time, Skullhammer will revert back to its first 
form. 





32% 40F v7 HP 265 8 32% 
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Shortcuts: As the dungeon sinks into the sea, Chocobo, 
6F, 11F Shiroma, and a very disappointed Mog head over 
Floors: to the small village nearby. Once you reach the 
15 entrance, Mrs. Bomb and her family greet you. 


Companion: 


The townspeople are unusually cold toward 3 ; 
Shiroma even though she’s lived in the Village all 
..| her life. Shiroma confides to Chocobo that the _ 
=) sudden shift in the villager’s feelings toward her 
might have Something to do with the mysterious, 
dungeon you just escaped. 


/ 





“= Chubby Chocobo's Item Shop) 
“@ The Black Mage’s abl \ 
“= Tonberry’s Restaurant 

haps = Gamedon’s Storage Shack 
= Mrs. Bomb’s House 
“= Shiroma’s House 


") ) © Ben's House 





=> The Titan Statue 
i & 

\ ig “SS . 

\ sean y ‘ Kg The Tree of Ba 

i, > pBeach Area’ 

4 2 


aa Fae 





SRS See Foe 
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Samb’s House. Inside you'll find that Mog is now stayin; 


Before you go anywhere else, make sure you stop by ne 
with her. Mog and Mrs. Bomb inform you that to fetch 


the treasure from the bottom of the ocean, you need to ; 
speak to Cid about his special Submarine. But the vil- — 

lagers have locked the gate leading to fower just (ta 
outside of town, so it's up to you to figure out Bovuig Bet flee can 
past it. tear 2 


: * 
1.9 ‘ 
“ t 
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Next, visit Shiroma’s House in the lower-right corner of 





town. She tells you that the only person who has the key ee 
to Cid’s Tower's gate is Chubby Chocobo. She directs you (* 
to the Village Shop to find him. { 4 
P yy 

ry . 

Fs 





When you visit the shop, you meet up with Chubby Chocobo 





once again. After a little conversation, Chubby leaves the ; 
shop for a moment to unlock the gate. When he returns, you 2 
can pass through the gate to Cid’s Tower! Before you go, £2 
make sure you take care of a few things first. aT TTS wy 
<Huff> <Huff> It’s open. ttf 
It’s a lot of work... | 
this walking business.” ¥ . | 
4 Z| 


WHEN CHusBy 
SELF IN THE DOO! 

















"Now that you can wander around the Village, check in with the different residents wheney 
' "Jer you get a chance to discover if something new is going on. You often can receive good 
( |» “information or even precious items if you talk to the villagers. Most of the time you'll nee 
}ite: pa special item in your inventory to prompt certain events, but here are a few things to 
US a 


ALL OF THE VILLAGE EVENTS TAKE TIME TO 


>= 
ACCESS, SO YOU NEED TO KEEP RETURN- ‘" 
 " ING AFTER EXPLORING MORE AND MORE 
Ls be OF THE DUNGEON, IF YOU DISCOVER THAT : 









f 
f At’: } YOU CAN'T SEEM TO'TRIGGER A CERTAIN EVENT, SIMPLY 
% By: PROGRESS FURTHER INTO CD's TOWER OR COMPLETE 
‘s Ps IT ALTOGETHER AND YOU'LL FIND THAT MOST OF THE t 4 
f nS EVENTS IN THE VILLAGE OCCUR FOR YOU. a) 
J 
a ; ye $ 
> ~ 
a 7 e yt 
ve I re] 
‘ * , i 
(Ray “™ Visit the Tree of Life between the Restaurant and 
iP fon i the Lab to speak with Gotton and Gauche. Gotton | 
yf asks if you have any Feathers to spare to nurse 
the Tree of Life back to health. If you have some 
t. in your inventory that you're willing to give, go 


ahead. By returning to the Tree of Life throughout 
the game and giving Gotton any spare Feathers 

you have, you'll entice Gauche to give you Nuts. 
After handing over a good amount of Feathers, 

C4 you may also be able to receive some from the 

Tree of Life when its health is fully restored. 


“= Take a minute to visit Ben at the Titan Statue in 
the center of town. Afterward, repeatedly speak 
with Baby Mo in the rock-filled house in the 
upper-right corner of town and you'll discover 
that Ben is Baby Mo’s father. Baby Mo is lonely 
for his father to return. After a few visits to the 
dungeon, keep revisiting the pair. Eventually, Ben 
asks you a question concerning the Titan Statue. 
Simply reply “An earthy smellfel],” then after a 
few more visits to the dungeon you'll be able to 
hand over a Quake Book to Ben. Once this is 
accomplished, you'll then trigger an event that 
brings the Titan Statue to life. Afterwards, youill 
receive the Titan Feather for your troubles. 
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= After clearing the sixth floor in 
t: with the Head Magician. You'll b: 
q have a choice of three different Fe 
6 Storm, or Thunder Cross. Make sur 
. 


“After you've stocked up on Thunder Books from 
Cid’s Tower, pay a visit to Tonberry’s Restaurant 
near the gate to Cid’s Tower, Tonberry mentions 
that the Malboro in the corner’of the restaurant 
has been driving away customers with its incessant 
sobbing and drinking. After you speak with 
Malboro repeatedly, it asks you to use Thunder 
Books on it. You must use seven Thunder Books on 
Marlboro to restore it to its real self; Ramuh! Once 
this happens, you receive the Ramuh Feather! 





= Make sure you visit the Beach whenever you're in 
town. Treasure chests are washing ashore from 
the sunken dungeon and all you have to do is 
pick them up to receive miscellaneous items! 





Once you've gotten far enough into Cid’s Tower >| 
and after you've collected enough chests from the 
Beach, you find the last treasure chest, which f Ey / 


contains Sylph, the Wind Elemental! SyIph 
rewards you for your efforts by giving you the 


Sylph Feather. 












Magician in the Black Mage’s Lab. Whenever 

you're in the Village stop by—the Head Magician 
offers you one of three Feathers (Slow, Sleep, or 
Confusion). Later in your quest he offers another 
choice between five Feathers (Gravity, Meteorite, 
Doom, Flare, or Bio). 








. oie ae tat 2 Chee SO 
‘(i woe de 7 Pp Cr Bie . 
i> = Miheh you feach the’sixth floor in Cid’s Tower, you 
of can he village and use the newly». /* 
) >, © canrreturn to the village a ly ] 
~ ‘Opened shortcut in Chubby Chocobo’s Item Shop? 





leg? tie Upon entering the shortcut dungeon, you come 
ine? Wa across Chip inside. The lost squirrel is scared and 
| nf Bi in desperate need of a Teleport Tag, so make sure 
} bin J you give it one from your inventory. Once this is 
ae done, the next time you return to the Village, visit 
grt Gamedon’s Storage Shack. Chip is Gamedon’s 
Zi friend. Out of gratitude for helping Chip, 





(Mey Gamedon gives you an extra 10 spaces in your 
inventory for free. After that, any time you return 


i to Gamedon’s Storage Shack, you can speak with Chip to increase your inventory 

space in exchange for Gil. Gamedon also makes his Repair Shop open to you. For 
2000 Gil, Gamedon can improve the DUR (durability) value of any chosen Claw or 
|= Saddle by 10. oh 






When you're ready to take the plunge, head through the 
gate near Chubby Chocobo’s Item Shop to find a path 
leading up to Cid’s Tower. You have to enter alone at the 
start, but once you make your way up to the third floor, 
you discover Cid! From this point on, he accompanies 
you whenever you reenter the dungeon. 








There are 15 floors in Cid’s Tower, so begin stockpilin: 
Thunder Books while you make your way, because you 
need them for the Boss fight against Imp Robo #55 on 


. the fifteenth floor. Use the lower floors to build up mi 


| 


Cid's Tower is the first dungeon that has Shortcuts. You can access these shortcuts only by 
first reaching the specified floor and then using the shortcut entrance in Chubby Chocobo‘ 
Item Shop in the Village. 


levels and collect items and equipment. 








& The monsters in Cid’s Tower grow progressively tougher as you climb floors, but keep in 
mind that any machine-type enemy is vulnerable to Lightning. Just make sure you don't 
use up all your Thunder Books before you get to the Boss! 
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Cactus is tough, but it 
drops loads of Gil if you get 
to it quick enough! &% 


The Clay Golem has high 
defense and attack power, 
but is slow. 


Imps are quick and pesky, 
but easy to defeat. 
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igh defense and 
1, Onion’s Peel 
attack is danger-| | 


pocwedt. 





Land Turtle 









it man-| |The Land Turtle has high 

Jages to steal any of your defense; you just need to 

‘litems; your items will be make sure you keep hitting 
returned upon its defeat. it. 
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Hedgehog ¥, 

: i “9 we 

out for the land- | Quickly defeat Bomb if it Although it has a high Pd 

ames it sets when the starts powering up for an defense, the Hedgehog is pe 
s ATB bar turns red! | jexplosion. relatively easy to stop. 0 
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Puppeteer Tonberry Jr. J 
| ' 
The Puppeteer has few HP, | |The MiniMage is quick and Tonberry Jr. is slow to | ai " ] 
but a nasty, long range lhas some heavy spell power. | |attack, but has stron ~ : 
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There are a few new things to look for in Cid’s Tower: 





a 


= Some of the later dungeon floors have vacant 


“™ Shortcuts are here! After you enter the sixth floor 








or the eleventh floor you can return to them at 
any time by using Chubby Chocobo’s shortcut 
entrance in the Village. You have to fight through 
a floor of enemies to access the shortcut inside 
the mini-dungeon below Chubby’s shop. 
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, | 
Bd a= Strange contraptions that look like large _ 
== machines sit in different areas of Cid’s Tower. 
= These machines work exactly like the torches in 
the Cape Dungeon, but you must use Thunder _ 
Books to activate them. Once lit, they reveal the 


trap locations on that particular floor. 


ay Me 


. 


vehicles. When vacant, these machines are harm- 
less, but get an Imp nearby and it will make a 
beeline to the driver's seat. Once an Imp is inside 
one of these vehicles, start attacking right away. If 
you allow it to fulfill its special attack, it will 
merge with the machine to become an Imp Robo 
creature with much more power and higher 
defense! 





“= There are a plethora of new traps in Cid’s Tower! Among them is an Unequip Trap 





that peels off all of your equipment. When you step on this trap, you have to go 
back into the Inventory menu to re-equip all of your weapons, armor and items. 
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You run into Bombs for the ist in Cid’s 
Tower. Don’t kick a Nitro potion at one/of them, 
because the Bomb will di into i ; ie ae es 

¢ ; ald | Build Steam — Just one blast 
4 ' from me will 
do the trick. 
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he first time that you'll also have 
geon Shops. Remember to avoid 
m the Store Keeper at any of the 
s, unless you're fully prepared to 
(your life, that is). (For more infor- 
tt how Dungeon Shops work, check 
Basics” section in this book.) 












ma we - J 

= there are two new types of treasure chests to be 
pilfered in Cid’s Tower: Magic Chests and Thief 
Chests. Each type of chest can only be opened a 
specific way. The Magic Chests (ornate red and 
gold boxes) can always be opened by using a 
Drain Book. Using a Magic book may also work, 
but if it fails to work on your first attempt, you will 
see a visual representation of the correct Magic 
book to use. For example, if you use an Aero Book 
on a Magic Chest and it does not open, and 
instead you see a small ball of fire appear above 
the Magic Chest, using a Fire Book will open the © ¢ 
chest. Magic Chests usually contain Magic Stones, Cards, or Equipment. Thief 
Chests (gray steel) can only be unlocked with the aid of a Thief’s Key. How do you Re 
get one? You must first defeat a Thief or Thug in the dungeon. Occasionally upon 
defeat, the Thief or Thug will randomly drop a Thief’s Key. This is the only way to 
get them and the only way to unlock those Thief Chests. 
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Lut re ade P. © 
SOP les Be fe iii Se 
low Maat (ao eg Bring along ‘enough Memory Tags to save jou 
*} é i 'y game whenever necessary. It’s important that you 
lt use one of these tags when you're climbing from 
eof > the thirteenth floor to the fourteenth floor, 








because you can’t save between the fourteenth 
and fifteenth floors prior to the Boss fight. 















lan “= On the third floor, you meet up with Cid, the #: 

‘% inventor. He tells you that Imps have taken over _| 
his tower and his machine! After he tells his st 
he agrees to join you in your quest if you help’ 
get rid of the Imps in the tower. 
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‘the tenth floor, you stumble int 
n fully equippe ro a flowing 


a peaceful g; 
idge. As you and Cid rest from 


fountain and 
your journey, 
Bahamut 
appears on the 
bridge. Before 
you can get any 
real information 
out of Bahamut, 
it disappears. 

Take a moment 
to pick up the equipment in the treasure chest in 
the lower-left corner of the garden. There's also a 
machine near the left-hand exit that will give you 
an Octopus Essence for 3000 Gil. You can use this 
Essence to recover Chocobo’s energy. 
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Fi 3d 

Upon reaching the fourteenth floor, Cid discovers 
his Cidtank safe and sound. After boarding the 
machine, you follow on the elevator nearby. 


Prepare to meet Imp Robo #55, the Boss of Cid’s 
Tower. % 





Imp Robo #55 
can be a real 
challenge, 
simply because 
there are three 
enemies to deal 
with on a small 
playing field. 
Remember to 
use each turn while remaining still on the battlefield 
until you're positive of your next move. Use a steady 
stream of Thunder Books to take out the main Boss, 
while taking care to stay out of its range. Leave the 
up close messy work to the Cidtank while you main- 
tain your distance. If Cid is running out of HP, con- 
serve your Potions and call up Ramuh by using your 
Ramuh Feather. Imp Robo #55’s weakness is 
Lightning, so Ramuh really packs a punch with 
Thunder attacks and even some very strong 
physical hits. 


Keep using Thunder Books and healing potions 
whenever necessary. When the Imp Robo #55 goes 
down, its sidekicks are a piece of cake. You can also 
use Rust Cards against any of the enemies to wear 
down their defenses. Once the fight is over, it’s time 
to head into Cid’s submarine 
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Shortcuts: 
6F, 11F, 17F, | 
22F After defeating the Imp Robo and its crew, Cid ~ 
Floors: escorts you down to his submarine. As he prepa 
ae his ship, things get a little out of hand and you'r 
tossed into the ocean just offshore. After a short 
Companion: Bara cucm crac a) “A 



















Shiroma the entrance to the Sea Floor Dungeon. 


Fe 
Shiroma is waiting, and tells you that ies Substineing 
has formed a bridge een the peninsula where the: 
Scns Village sits and the entrance to the Sea Floor Dungeon. 
[aunseon entrance®¥ She will accompany you inside, but you should’make 


sure you rest and restock from the Village before rushing 
into the next maze. : ‘ 


that you must return to the Village as you journey through the Sea Floor Dungeon to 


1 

| 

i 

Now that Cid’s Tower is clear, there are more things for you to do in the Village. Remembe 
hg +i wo the progress of the events taking place. | 
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le Lee 
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“= \f you cleared the event with Ben.and Ti x 

_ giving him the Quake Book, Bei ns h y ~ 
home. Visit Ben’s House. He an Mo wi 

& cleaning up the mess he left du is sculpting 

excursion. Talk to Ben and whe sks for a 

& Crash Stone, hand it over. Nitro - 

cleanyhis 





















Dungeon, make sure you have one in your inven- 
tory and speak with Jessie re Black Mage Lab. 
In exchange for the Essenc (any will do), Jessie 
turns one of the Stoves into a Dispel Potion sta- 
tion. You can speak with Jessi 
has taken place to swap 100 Gil for a taste of 
Dispel. This helps you “un-curse” any cursed 
items you may have equipped. 








_<@ Make sure you have a Fire Book or Thunder Book 
on hand and speak with Biggs in the Black Mage 
Lab. If you give one up, Biggs not only hands over 
your choice of either a Quake All or Aero All 





Feather, but you'll also gain access to Biggs’ stove. Ry 
In exchange for 300 Gil, you'll be able to combine 4 
Claws or Saddles while using the Stove. a , 
o- 
4 
i4 



















4 The basement of the Black Mage Lab is now open. 
Inside are statues of all the monsters you've 
defeated in the previous dungeons. Examine each 
statue and you can read up on each form of the 
monster depicted. There are a total of three rooms 
in the basement, and to have a statue erected of 
each game monster, you need to defeat them F) | 
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Visit Tonberry's Restaurant after taking care of 
Malboro/Ramuh. Tonberry has two new customers | 
named Gobbie and Gobly. They're having relation- | 
ship woes, so when Gobly asks you for a Magic 
Stone, go ahead and sell him any one you have 
for 500 Gil. 





ish he'd ay 
lok a nice gift.” F 


== Revisit Gobly from time to time and you'll find 


that your Magic Sto 
his relationship with 
Worm or 01 | Es: 
After a little while, 


st 


= \n the basement of Tonberry’s Restaurant is Lamy, the resident Essence drink , 
expert. Go into the dungeon and capture a Plant Essence, and then return to Lamy, 
She'll exchange the Plant Essence for a Dragon Essence and soon after give you 
access to a Jukebox that plays any of the tunes from the game. / 





The longest and one of the toughest dungeons in the 
game, the Sea Floor Dungeon contains a total of 27 
floors and plenty of brutal enemies. You must travel 
through the depths of the ocean to reach the upper 

| floors of the tower, and the enemies grow increasingly 
challenging. 





Make sure you pack plenty of Peanuts or energy replen- 

ishing items once you get into the later floors, because 

the Mummies that lurk there have energy draining spells 
5 It's also a wise idea to keep building your levels until 

Ff. a » most of the monsters inside the dungeon are relatively easy to defeat. Conserve your 

** +=” | Thunder Books and Drain Books for the Boss and some of the tougher enemies. It's. a 

ks, ) ~ wise idea to repeatedly enter and teleport out while stockpiling these items. 












fue fF 
fod eltsinot a bad idea to start saving your Gil as well. You'll need as much as you can get to 
4 we buy the rare items being sold in the Dungeon shops throughout the maze. Keep an eye out 
ie jforthe Carbuncle Stone in some of the shops, because it’s a big help in the upcoming 
a i. fight against the Boss Ultros. Ge 
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ok. ‘Pr Rage f Ps) 7 
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The Puppetee { Avoid getting 

|| have long range blinded by the 
attacks and call up || Octopus’s ink. 
new, more power- || 

ful beasts 


The Sahagin has Avoid kick ig 
high attack power Tonics at the 
and can cross Bombs, because 
water. they will split in 
two. 
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Pudding 








: Gatlinghog _ ‘ 
















Although the Land Be careful of the If you use Fire and Defeat the Pudding 


Turtle has high Gatlinhog’s needle Charm spells, two before it divides. 
defense, it retreats attack and high hits should finish 

into its shell after defense when it off the Lamia. 

a hit. goes into its shell. 





Madman Mudinitn 
Throw Mud Yai wouldn't 
Ambush kriow whore | 

wuz "ont for 


‘the minimap... 
2  & %4,000'%s 025 


Magic Pot 

















” 
The Ogre has high 
attack power, but 


The Magic Pot 
drops lots o’ Gil, 


The Mudman pops . 
up unexpectedly 


The Neon is quick 
and can float 












but warps quickly. from underground. is slow. across open gaps 
in a maze. 
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Blood Skeleton 





Magman Necromancer 














The Blood 
Skeleton delivers 
heavy hits, but is 
rather slow. 






The Mummy can > 
drain your energy, 
but has low HP. 


The Necromancer 
calls powerful 
monsters and has 
a long attack 


The Magman has 
high attack power, 
but is slow. 


























Zombie Gargoyle 






Watch out for Strong and quick, Margoyle’s are ts 
Zombie Slow Gargoyles pack a tougher and more ‘ 
spells, which punch with their” aggressive than 

enable a Zombie Aero spell. Watch Gargoyles. 1 





to slow you down forthem around | 
while it attacks staircases. 
you repeatedly. 


4 The Sea Floor Dungeon is spread over a host of different terrains and covers a lot of 
i i ground. You definitely need to level up as much as possible before you head tog deep int 
this dungeon. 
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= Remember that Shiroma can heal you for high HP 
amounts once per floor, so if your HP is running 
low and you want to conserve your Potions, wait 
” until your health runs into the yellow and she'll 
heal you. 













= There are a lot of springs just 
scooped up into Empty Bottles 


section of the dungeon. Some o' 
come across dry up these 
empty them before you 


necessary so you can save as'many of your magic 
spells as possible. 







\. 


As you reach later levels of the dungeon, you'll 18F W24 HP 94/154 71% 
come across Gargoyles guarding staircases . 
They usually travel in packs of four or more, so Ml. ‘ 
make sure you have plenty of magic books or a 
powerful set of Claws to do the work for you. 

A good way to chip away at a Gargoyle’s health is 
‘to use Stones ae ob ead Stones) to hit 
them from a distance before they de-petrify and 
< start attacking. 











™ Wf you get hit by the Frog spell, you can cross bodies of water with ease. You won't 
change back into your normal form until you reach dry land. Be careful, because 
some of the enemies can walk on water and attack you. 
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f re ‘g ¥, ca ERS 
* ee i lame of the eon, Wate 
_ the Zombies and Mummies wandering th 
‘The Mummies have a distance attack that can 
quickly drain your energy. If you don’t have 
enough Peanuts on hand, you may need to back 


out and buy some from the Village. The Zombies 


have a Slow Gas spell that slows you down so Slow Gas eWeikis reeaally 
that they get two attacks for every one of yours. ee 





of these 


Be careful or you'll find yourself KO’ed if you - 
%, O00 "no 056 


don’t have any Remedies on hand. 












. > 
| 456 24 Hp 82/151 86: 
_2=@ When you reach the fifteenth floor, you run de 
Bahamut looking at a large mechanical stove. 
Shiroma is warned by Bahamut to leave the dun: 
geon because she and the dungeon don’t “belong 
to this time:’ What does he mean? 





2 As you climb up to the twenty-second floor, you 
stumble across Bahamut for the second time in 
the Sea Floor Dungeon. During a dramatic cinem 
you learn some very interesting facts about the 

»_ dungeon and a mysterious being. Who could it b 


you doing here?” ¥ 
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_Upon reaching the twenty-fifth floor, Shiroma 
takes a moment to marvel over the ocean‘s beau- 
ty, but she seems heavy hearted. It’s obvious that 

Shiroma cares very much about the villagers. 













Approximate HP: Ultros has three parts: one 
head and two tentacles. The 


500 most important area to strike 






Suggested Level: is the head, so you need to 
5] position yourself far enough 
away from the edges of the 
Weakness: island to avoid getting hit by 


Ultros’ tentacles, but close 
enough to aim your Thunder 
Sook spells at its head. 






y 27F 30 HP125/184 72% Ultros’ main distance attack is its Drain spell, which 
_s inflicts around 50-80 HP of damage each time it’s 
E used. The great thing about it is that you can also 

counter these attacks with Drain Book spells. Make 
sure you use Drain Books or Hi-Potions to replen- 
ish your health and call upon Ramuh using your 
Ramuh Feather to deal some very brutal Lightning 
blows to Ultros. 











With Ramuh on board in battle, make sure you get 27F W30 HP126/184 42% 
close enough to Ultros to get Ramuh to close in. , > = eT] tae’ 
--»- ¥ a 


Then back away a step or two so that Ultros will 
attack Ramuh instead of you, then let fly with as 

many Thunder Books as you have in your inventory. y 
If you have a Carbuncle Stone in your bag, the fight : 

will go much more quickly—kick it at Ultros’ head. 

Ultros has 1500 HP, so this may be a fairly long bat- 


tle. But continue to attack its head and the arms 
isappear once it’s gone. 








Shortcuts: 
10th Floor & WANTS TU OC LLM OE cele te i Co) 
17th Floor the next floor and race for the treasure room. As 
you hurry to catch up with Shiroma, she is grabbed 
by a pair of Imps and dragged inside—and the 
doors lock firmly behind her. Try as you might, you” 
cannot get in. + 








Companion: 
Cid 






i 
“=| When you finally break into the room, you notice a / 
sparkle on the floor near the door. It’s Shiroma’s 
Pendant! You pick it up é id exit the dungeon. 


_ — 
~~ 
er 


o You return to Mrs. Bomb’s home in the Village and Mog asks if 
you were able to fetch the treasure. Cid arrives to tell you he’s 
spoken with Bahamut. Cid 
knows what has happened and 
tells you Bahamut has pointed 
to Snow Mountain as your next 
destination. He plans to join you on your quest and will 
wait for you at the entrance to the forest outside of 
town. 


















eventually reach the top of the mountai 
va a. 


You muét pack plenty of Fire Books if yo 
the later levels, which swarm witl ! 
[ay snowy landscapes. Make sure you pa 

Tag each time you enter, because you'll need to do a lot 
of leveling up before you reach the mountain peak. It's 
wise to prepare your Saddles with sleep-resistant . 5 
effects to battle your way through the swamps and forest areas. You'll come across an 
inordl jate number of springs to fill your Empty Bottles, so make sure you have plenty in 


your i vent Fe. 
the intain itself, make good use of the shortcuts on the tenth and seven- 


ir to cl ross some of the earlier terrain. Be warned—the monsters are just as ah 
th ut areas as they are in the actual dungeon, so stock up with plenty of 
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| The Malboro has a Watch out forthe 




















low defense, but Toad’s long dis-  ¢ 
| some powerful tance Spittle ‘4 
punches. es we sy 000s 10 attack. . va 
Rock Slug ~ oa 
The Mamon drops Avoid the Rock ns 
lots of Gil in the Slug’s slime tracks * . . 





or you'll get 


early levels. 
3 slowed down. 













The Worm has high 
attack power and 
is quick to chase 
you down. 








The Mole smashes 
through rocks and. 
walls to uncover 


Elephant 


The Elephant is 
slow, but powerful, 
and has a Haste 

spell to quicken its 


’ eee power. 







Giant Bat 


The Giant Bat isn’t 
too tough of an 
opponent, but it 
can fly away past 
your reach. 


Like Mole,'the 
Dark Titan can 
smash its way to 
you; it has heavy 









Vulture 





The Vulture 
approaches quickly 
and attacks fast. 





Seow Mountain can be tough if you're not 
Spell Books to attack quickly and move fa 


i 


“= There are a lot of springs to use for refilling your 
Empty Bottles in the forest and swamp areas. 
_Make sure you use them well and pack a Verify 
“Card.to identify the unknown potions. 





epared. Always pack 
Mostiof the more’ pows 
later levels move slowly, but if they catch,up... you'll haveito do ato 


~ > 
























; SH s f = Use the Mamon enemies by fighting through the 
: first four levels, then exiting again to build up 
r your stash of Gil from the money they drop when 
ot : they're defeated. They can drop anywhere from 
4 - 200 to 400 Gil, so it’s a good idea to use them to 
beef up your inventory at the Village Shop. . 
Pe 





_2@. If you're hit with a Frog Spell, you can cross any 
body of water, much as you could in the Deep Sea 
Dungeon. Just remember that enemies like the 
Toad can follow you and cause damage even on 
_ water! — 









3 y - 
Use Cid's)landmine attacks when' sr youl n 
by turning and talking to him. Th 

ad tgburn some paths through walls.” 


2 As you approach the dungeon’s higher floors, the 
enemies get incredibly tough and very powerful. 
Make sure your Saddles are upgraded to with- 
stand a beating and that your inventory has plenty ‘ » 
of Hi-Potions. The last shortcut is on the seven- 
teenth floor, which means you must fight through 
sixymore floors before you can reach the Boss. Be v 
prepared by bringing along health items, Magic { 
Books, and Memory Tags. 
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“= When you reach the seventeenth floor and the 
small hut near a wooden bridge, stop in the hut 
and pick up the Feast Nut from the dresser. 
Whenever you take the shortcut to'the seven- 
teenth floor, you emerge inside the hut and anoth- 
er Feast Nut waits in the dresser. Exploit this item 
to boost your Energy and replenish your health. 
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¥ = When you reach the twelfth floor, youand Cid run into a little problem. A large “ 
be} block of ice prevents you from continuing:deeper into the maze. 
aati And there's another development—much to your:surprise, you've been followed by 
: Mrs. Bomb! Pf 





* 
She's been affected by Shiroma’s disappearan 
openly, she seems to have regained her affectio 


¢ although she won't admit it 
eo 
gi on Shiroma’s courage in the face of a hostile vi 


e young gi iA 
, 


> 


its 
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vr 
On the seventeenth floor you a, across a 
small hut on t jountain peak next to a narrow 
wooden bridge. Pick up the Feast Nut from the 
dresser inside the hut. 










~ 

aff ns = When you finally emerge on the twenty-third floor, |» 
*) re you're greeted by Glass Goth! The villain insists & 

; that you have something it wants, but you're not 

quite sure what. Prepare to fight! 


= 
a 2 





With quite a few attacks up 
its sleeve, Glass Goth can be 
tough to defeat. If you simply 
Suggested Level: move slowly and think 
ahead, it isn’t an impossible 
fight to win, however. Make 
Weakness: sure you have plenty of Fire 
Books or Flare Spell Books 
on hand. Pick your position 
carefully and try to let Cid do 
most of the hand-to-hand combat while you attack 
from a distance. 









Ay 





Use X-Potions or Hi-Potions to heal yourself, 
because Drain spells don’t work against Glass Goth. 
Use one Fire Book or Flare spell right after another 

4, and you can deliver a good amount of damage in 
the three rounds you have before Glass Goth 


If you have a Carbuncle Stone, use it against Glass | 
Goth and the fight will be over almost before it 
starts. Without the Carbuncle Stone you need at 
least 15 Fire Books to take down Glass Goth. 












Shortcuts: After defeating Glass Goth, talk to Cid and you'll 
6F, 11F head back into the maze to find Shiroma. Your 
quest is interrupted by a visit from Bahamut, who _ 


Floors: tells you that Glass Goth is now headed toward the | 
1 Sea Floor Dungeon again. Apparently, Glass Goth 

Companion: BYOUICROR TT RUT Tcl 
Cid future, but still needs the key that you have: 


. Lp 
Shiroma’s Pendant. * the ability to return those 


to the forsaken future. ¥ 





Only Shiroma has oat to return both Glass Goth 
and the Sea Floor Dunge n to the future. Unfortunately, 
this means she must return to her original time with 
them. You rush to the mountain top just in time to meet 
up with Shiroma, who whispers her goodbye to you. As 
her image fades, the Sea Floor Dungeon vanishes with | 
her. 





* <s ». You return to the Village and receive a visit from Chubby 
a 4s. Ae: 2 *Chocobo. As your conversation ends, the earth trembles 
». » © ‘and the entire town realizes that Glass Goth has returned. 
»Glass Goth appears with the newly transformed Sea Floor 
fxg a: _' “Dungeon weapon and sets the surrounding forest ablaze. 


Shiroma return 
+o the future, 





Cid rushes in and say: 
| fetch the Highwind ai 
~) Dungeon to face Glass Goth f vy, 


)}iprepare yprsell 





en ? 









Although'there’s much going on in the Village if you've followed the events as suggest- 
ed by this book, there are a few things worth noting. 
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“@ Chubby Chocobo has started selling Hi-Potions in 
the Village Shop for a whopping 200 Gil a bottle. 
It's perfect timing for the later dungeons. 
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_2™ Talk to Ben at the newly constructed statue in the 
center of town. If you repeatedly visit him, he will 
eventually mention that he needs a special Magic ; 
Stone to finish his sculpture. If you have a es 
Bahamut Stone, give it to-him and you'll receive i he) 
the Asura Feather. 























With only 15 levels anda relatively easy layout through 
most of the floors, Cid’s Tower #2 is a nice breather from 
Snow Mountain. But don’t underestimate the power of 
some of its residents, especially the deceptively diminu- 
tive Toy Soldier you meet in the earlier levels. Notjonly 

_ does it have high defense and impressive attack pr r, 
but it can also unequip your items. __ \. o7 


Stock up on Hi-Potions, Rust Cards, and Thunder Be 


on the fifteenth floor. The strategy for taking out Ir 
Robo #99 is the same as it was for your first encoun 
however, now its HP has drast 

Thunder Books if you plan on 


J 


Golem 


Cactuars are poi- y p00 ns 0s Golems are tough 
sonous, but drop a skinned, but kind 
lot of Gil if you can of slow. 

get to them before 
they throw it all 
away. 


Cactuses are like 
Cactuars, but with- 
out the poison. 
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Toy Soldiers have a | | Be careful of the 
high defense and a Gremlin’s Forced the Drum Roller 
nasty habit of Warp spell. and attack fast to 


avoid the explo- 


wnequipping your 
items. sion. 










Mini Druid 


Watch out for the 
Mini Druid’s rapid- 
fire distant magic 
attacks. 


4 
fonberry’s aren't 
| | difficult to 

defeat, but they're 
plentiful on certain 





and avoid its * 








levels. explosion. 3 
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2 Dungeon Specifics — 
+ =e? 
With relatively few floors and a good amount of shortcuts for its length, Cid’s Tower #2 is “ 
a great way to collect items, build levels, and rest up for the next and final dungeon. ae 
© 4 





“=> \f you remember your first visit to Cid's Tower, 
you'll recall the puzzle that awaits you on the 
ninth floor. The switches scattered around the 
level control a rotating walkway that connects dif- 
ferent sections of the floor. Although the puzzle’s 
not too difficult, you may want to pack a Map 
Card for these areas. If you linger too long trying 
to pin down the location of the next staircase, 
Doom may appear and chase you down. 


9F W43 HP262/270 106% 


a fd! 
3 Sn, ; 

£ 73 ‘ 

ee 


ee... 
Ve 





oe 
a 





G 
= Use the Cactuars on the first few levels to beef up 
f your wallet. After defeating them, they usually 
drop some Gil. The catch is that you need to get to 
them before they use all their Gil for their long 
distance attacks. You also need to be careful of 
these attacks because they often hit another crea- 
Am ture and cause the Cactuar to level up into the 
ae incredibly tough Crazy Cactus! 









Fexoeae Cactaur 
| Throw Gil Needles pack 
| Drop Gil Poison Prick. 
Poison Spines just a tbuch. 
vou det sick? 
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em @™ You may notice the introduction of a new trap it 
o a , Cid’s Tower: the Nest Trap. When activated, Nest 
fed wit, Traps automatical Fiblace you on another floor. 
: Sometimes this works in your favor and you'l 
Pita get transported to a higher floor, but most of the 
| time you'll get dropped to a much lower one. 
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rf “= The Imp Robos are back and they’re much tougher 
than before. Make sure you spare a few Thunder 
Books to take care of them quickly, because 
they'll inflict a hefty amount of damage if you 
“oy allow them to explode near your party. 





Approximate HP: 
2500 (Imp Robo #55 
x2: 1000HP) 

Suggested Level: 

45 

Weakness: 
Lightning 
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™ As you arrive on the fourteenth floor, Cid once 
again activates the Cidtank in preparation for the 
battle against Imp Robo #99 on the floor above. 


on 


As with the first fight against 
Imp Robo #55, this battle is 
more safely waged from a 
slight distance. Make sure you 
have plenty of Thunder Books 
and the Ramuh Feather, and 
let Cid do most of the close 


fighting before you summon Cttundr2 a 7) 
Ramuh. ee 


ETE Sire tne ed Position yourself close enough to the main enemy— 


<4 you want to take out Imp Robo #99 before you deal 
Pea) with the henchmen. But make sure you're far 
& enough away that you won't get hit by Imp Robo 
#99's physical attacks. Let fly with the Thunder 
Books and if Cid happens to get KO’ed, summon 
Ramuh to cast some Lightning magic. If you simply 
keep plugging away with the Thunder Books, this 
§ Boss shouldn't be too difficult. 





If you're having a tough time, pack a good amount 
: of Rust Cards, which will lower Imp Robo #99’s 
@ DUR value enough to increase the damage it takes 
from your spells. Once the 
4 main Robo is down, attack 
the secondary crew of 
f two with any left- 
over Thunder 
Books or good 
old-fashioned 
Chocobo 
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The Final Dungeon 


® After the fight against the Imp Robos at the top of 
Cid’s Tower, Cid brings you to the control room of 
his Highwind plane. As you take to the skies, you 
Floors: join up with the villagers to ground the flying 
weapon Glass Goth activated. 








Companion: After a spectacular cinema, Mog greets you at the 
Mog foot of the mountain. Mog asks that you let him 
accompany you into the Final Dungeon. Make sure 
————— you prepare in the 
Village before returning 
to the entrance of the 
forest to face Glass 


| || Goth for the final time. 






The second longest dungeon in the game, with 26 total 
floors, the Final Dungeon is the toughest dungeon you 
face. It has an incredible variety of terrain, and the last 
three or four floors are'taxing on your Magic Book stash. 


Make sure you use the two shortcuts to return to the 
higher floors only when you're ready to keep fighting. 
Otherwise, return to the lower floors to collect as many 
items as possible to either sell or keep until you need 
them. You also need to continually upgrade your equip- 
ment, collecting thers 

laws) and incre 
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ks, and even ) 










| Use the S enemy on the lower levels to help you collect loads of Gil to buy 
enough 5 to enter the later floors. Before you attempt to approach Glass Goth or 
the final floor of the dungeon, it’s wise to be properly equipped with high defense Saddle 
and Flame-type Clz You need your Flame magic to be at least past Level 9 to get the 
most out of your Fire spells, and it’s wise to have the FI i i 
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Masks are quick, Stone Masks are 
resistant to similar to Masks, 
magic, and can but stronger. 


Hill Gigas 


Butchers are pow- 
erful staircase 
guards. 


Hill Gigases have 
high attack power 
and a deadly chain 









King Behemoth 





Demon 
King Behomeths Demons attack in 
are slower than groups. 


most enemies, 
but powerful. 















Stronger than 
Moles, Badgers 
smash through 
walls to reach you. 







Vampire 





Vampires can 

| ee into a 
at, but they have 

low HP. 























| fast. 





Ghoul Malboro 


Ghoul Malboro's 
aren't too difficult 
to defeat, but they 
can confuse you. 


You get lots of Gil 


Wood Eyes. 





Blood Worm 
Very fast and 
lethal, Blood 
Worms can cast 


Sleep spells from 
a distance. 


Poison Toad 


Poison Toads can 
spit poison over 
long distances. — 


« 











Shadow Dragon 


Shadow Dragons 
are powerful and 


Spirit Dragon 


Spirit Dragons are 
powerful and fast. 


when you defeat | 


Watch out for the 
slimy trails of 
Garden Slugs to 


Mist Dragoys are 
powerful and fast. 


up lke crazv¥ 
Bie G4, 000% 017 


Grand Mummy 


Grand Mummies 


_| have high level 


Energy Drain spells 
you should steer 
well clear of. 



















Metal Hitmen _. | Holy Dragons are 
have a high small but powerful 
defense and the creatures, — 

ability to unequip 
your items. 
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Slimy Slug er ° k 

Stronger than 4 
other Slugs, Slimy ba 
Slugs can still ree ‘ 
slow you down Fr, 
with slime. fe, 

vie 
$4: 

ae; 

Ps 
The Final Dungeon has several different areas that you pass'through before you reach a si y 


Glass Goth. Be prepared for anything and everything! 


25F W56 HP110/339 127% 


= All floors higher than the twenty-second floor 
contain powerful dragon monsters that deal pun- 
ishing blows and can only be defeated by high- 
level magic. 
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J possible. You need at least 25 Fire Books and lots 

5 of Spell Books to defeat Glass Goth and many of 
the dragons that lurk in the higher floors. It's a 
wise idea to have the Flare spell in your inventory 


* 
jf i / mee collect as many Magic Books as 
f 
i 











wg as well as a Feather, so you can cast Flare through 
oa the Spell Books. 
ite) 
; 
ye 
Z 
cae 
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_2=@ Use the sho: 


7% 4 
each high ors. Al sn 
clear the indicated shortcut lev id you can 








reenter it through 
Chubby’s shop in t 
the last floor acces: 
dungeon, so you n 
Memory Tags to 
remaining floors. 4 


shortcut eon low 


. The eig bile) | 
le through te 
a good helping 


your progress on th t 
* 






On the fourteenth floor are the double doors 


es through which Mog tried to find treasure during 
te your first visit to the Cape Dungeon. The doors are 
, - still locked, so make sure you pick up the Saddle 
“4 from the chest on the left side of the path, then 
a as continue up to the next floor by using the stair- 


case along the right side. \ 


£ : | 


“= When you reach the eighteenth floor, you stumble 
across Bahamut yet again. This time you learn 
more about Glass Goth from Bahamut. You're told 
that when Mog first entered the treasure room, 
the crystal spinning in the center of the small arez 
had once kept everything in balance. The moment 
Mog tried to change this, everything changed. . 
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f 





= The power granted to the Guz transformed it } 
into Glass Goth! Bahamut warns you A } 
both that the Guz’s hatred and Por i 
desire for power is behind the ; 
tragedy taking place. 









“= On the twenty-first floor, you pass the large Stove 
you discovered with Shiroma on your trip through 
the Sea Floor Dungeon. Make sure you pick up the 
Nut from the chest along the walkway. 
















Approximate HP: By the time you reach Glass 
Goth X, you should be stocked 
to the hilt with Fire Books, 
Suggested Level: Spell Books, Hi-Potions or 
X-Potions, several Drain 
Books, Ifrit Stones, and the 
Flare or Holy Feather. It 
wouldn’t hurt to have a very 
tough Saddle equipped 

as well. 


A500 





Weakness: 


26F W56 HP296/339 129% 






} me This fight is just like any of the other Boss fights 

+ except for Glass Goth X’s incredibly high HP. Stay 
far from the Boss once the fight begins, and then 
start casting your spells turn by turn. 


26 W56 42977339 128% 


| Pull all your big guns out by casting Flare or Holy 
and interspersing your attacks with Fire Books. Let 
Mog stick to physical attacks while you're casting 
spells. When necessary, pull out the Ifrit Stones 
and (frit Feather to deal blows which cause from 
200-500 HP of damage. A round of Holy can also 
inflict an astounding amount of damage. 


But don’t spend your spells all in one place either, because a new monster appears 
as soon as you defeat Glass Goth X. Keep plugging away with your spells, conserving 
when possible, and make sure you're restored to full health before you take down 
Glass Goth X. 





ne 


When the fight against Glass 
Goth X ends, you have to 
face Glass Goth Z! Glass 
Goth Z's main method of 
attack is its laser beam, 
which shoots out in a 
straight or diagonal line and 
delivers some very heavy 
damage (80-100HP). 


because it can only fire off its laser beam attack if 
» you're sitting still for over three turns. If you man- 
4 age to move into an area that’s temporarily out of 
Glass Goth Z's range, cast Holy or Flare repeatedly 
until you must move again. 


26F 56 HP209/339 97% 


Glass Goth Z's total HP is nearly as high as Glass 
Goth X's, so you have to pull out the health items 
and keep whittling away at its HP. Once you win, 
you've basically finished Chocobo’s Dungeon. The 
rest of the game lies beyond the ending credits. 


After you defeat Glass Goth Z, you're separated from Shiroma, whom you had just tried to 
save from the dungeon. You reach Shiroma’s house, where you speak with Cid about 
Shiroma’s separation from the group. 


Cid wants to introduce you to a little someone he met during the destruction of the Final 
Dungeon... who is it? That's up to you to find out! 


Congratulations on finishing Chocobo’s Dungeon 2! Enjoy the ending and don’t forget to 
stick around for the added cinema and the intro to the next phase of the game at the tail 
end of the credits. 
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THIS SECTION REFERS TO THE NEW CHARACTER INTRODUCED. AT 
THE END OF THE GAME AS Kuz. YOU CAN RENAME THIS CHAR- 
ACTER AT THE END OF THE CREDITS OF THE NORMAL GAME. 






The Rebuilt Dungeons 
r \ od or Shee ~-< 
After completing the game, you can take part 
in a new adventure. Shiroma will greet you 

back at her home andytéll you all about the ~ 2» - 
Rebuilt Dungeonssand even the Secret 3 4 
Dungeon! She'll also provide the specifics on Z = 
how to get around the new areas. e, . 


i232 





















You learn that all four of the dungeons have 
reappeared around the Village packed with 
tougher enemies and more items for your 
inventory. The catch is that you must switch to 
the appropriate character for each specific dun- 
geon. This doesn’t mean that you'll have to 
partner up with the corresponding character; it 
means that you can only play AS that specific 
character, alone, during the dungeon trip. 





When you exit the Village, you'll notice four differ- 
ent paths leading to separate dungeons. After 
choosing which dungeon you'd like to explore, you 
must agree'to switch to the corresponding charac- 
ter. In addition, you'll also be asked if you want to 
discard all of your items. This means that you'll 

lose everything that is in your current inventory as 
Chocobo. Therefore, it's a good idea to store every- 
thing you want to keep at Gamedon’s Storage Shop. 





OSI 


“When you enter the dungeon as a different character, you'll begin at 
Level 1 with absolutely nothing in your inventory. You must build up 
everything, including Spell Levels and Item Capacity, during the trip 
through the dungeon. The moment your character leaves the dungeon, 
you will be returned to Level 1 and any items in your inventory (unless 
you are KO’ed) will be transferred to Chocobo’s inventory. 





Keep in mind that none of the auxiliary characters, like Kuz or Cid, can equip items. However, 
they do have some special abilities to use during the visits to the dungeon. 




































Using Shiroma 
Sea Floor Dungeon 


Shiroma’s high attack power and quickness work in 
her favor. She also has quite a few Feathers if you 
happen to amass enough and magic 
books. Her talent for magic and spells will make most 
of the trip through the twenty-seven floors easier than 
Cid’s fifteen floors. 


Using Cid 

Cid's Tower 4FW1 HPABS/211 99% 
Although strong, Cid is a little slower than the other eet &, 
characters. However, if you use his skill, you : 
can distract most monsters trailing you. Remember to “se 
use against the mechanical enemies and 


the fifteen floors of Cid’s Tower shouldn't be too tough. 





Using Mog 
Final Dungeon 


Mog’s trip through the Final Dungeon is probably the 
best time to stock up on rare items. Mog’s ability to 
steal items from enemies is a true treat during the 2 

Final Dungeon and even the Secret Dungeon. Make + “Se 
sure you check out the “Stolen Item” list below to 
make the most of each trip to the dungeon with Mog. 
With his strong attack and quickness, you shouldn't 
have a difficult time getting through the Final Dungeon. 
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Using Ku 

Snow Mountain AF A193 272 95% 
First-time adventurer Kuz has some very potent skills bd rei 
to battle enemies with. Its long-distance laser attack is 
the key to whittling down an enemy's HP from afar, so 
make sure you capitalize on this. Although not exactly 
the strongest of the bunch, Kuz’s quickness and speed 
should help you finish battles quicker than most. 


The Secret Dungeon } 





THERE ARE 30. 
FLOORS IN THE 
SECRET DUNGEON. 







a Shiroma mentions that there’s 
a Secret Dungeon in the Village 
somewhere if you ask her. She 
won't tell you where it is, but 
you'll find it in Chubby Chocobo’s Item Shop. In the cor- 
ner of the shop where you used the Shortcut entrance, 
you'll now find the entrance to the Secret Dungeon! 







When you enter the Secret n the choice as to which character you'd like to 
bring underground with or Kuz. Depending on what you need on your 
trip, choose your helper ide. You'll discover that the Secret Dungeon is a 
long series of floors that m tures of the other dungeons that you've ven- 
tured through. You'll also h level or so, you'll confront a Boss character. 
You've fought most of th ; be ind the best thing about these fights is that you can 
bypass them by running fi 














Approximate HP: So you finally battle your way to the 30th floor and the Boss of 
the secret dungeon awaits! Are you ready for a tough fight? Well 


Boog don’t worry, you will fight a reluctant Leviathan, who doesn't 
(Head: 6000HP) think it should be a Boss. 
(Tail: 20OOHP Leviathan has two body parts, its head and tail, that you will do 
battle with. Its head has 6000 Hit Points, while the tail’has 2000. 
Suggested Level: After defeating the head, the tail will vanish so you should con- 
60 centrate on its head. Leviathan is a sea serpent and has a natural 


defense versus Ice attacks and a weakness against Fire based 

attacks. The most important thing in this fight is to avoid close 
combat. If you engage in hand-to-hand combat, not only will the tail strike you at the 
same time as the head, but also Leviathan’s most damaging attack is its Gnaw attack. You 
should keep your distance and cast Fire magic or use your summoning stones. At long 
range Leviathan has two options: a drain attack and an ice attack. If you have not done so 
already, you should have a resistance to Ice equipped on your saddle to keep damage to a 
minimum. Make sure you're stocked with Fire Books and a few healing Potions and 
Leviathan will soon be asking itself why it is fighting you! 


After clearing all of the Rebuilt Dungeons and the Secret Dungeon, you can watch a 
“secret ending” and Chocobo will have a statue in town erected in his honor. 







Using Mog 


When traveling through eithi 
Dungeon, it's a wise ideajto h 
stealing items from ei 
some surprising results 
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ig most of the items listed in 
ion. In addition,some of the enemies will drop items 
je, and in those cases the dropped items appear in 


Hf you bring Mog on the journey into the Secret Dungeon, make sure 
that the space in your ivenor is very high (around 60 slots) and don’t bring anything unnec- 
essary. Mog will have a greater chance of stealing items if your inventory is nearly empty. Try 

the bare minimum: Claw, Saddle, Teleport Tag, X-Potion, and a few Magic Books. Then let Mog 
do the work for you! 









The Monster Item List 





Claws 





/tem Monster(s) 
Silent Claws Black Magician 
































Poison Claws Doom Knight 

Chaos Claws Demon, Devil 
Slowpoke Claws Kraken 

Grudge Claws Tonberry Sr., Tonberry 










































Vampire, Lich, Demi Lich 

Holy Dragon 

Grim Titan, Blood Titan 
Gambling Claws Imp Robo #88 & 
Genji’s Claws Butcher, Hill Gigas a 
Crystal Claws Dark Bahamut 









Absolute Claws Red Dragon, Mephis 


Saddles 


Monster(s) 
Earth Saddle Iron Golem 
Lightning Saddle Grim Roller 
No-Poison Saddle Cactuar 
No-Dwarf Saddle Flying Eye 
No-Sleep Saddle Ghoul, Blood Worm 


No-Silence Saddle Grand Mummy, Pharoh Mummy 






































































































































Calm Saddle Ghoul Malboro, Great Malboro oot 
No-Slow Saddle Slug C7 
Grudge Saddle Phantom, Tonberry Sr., Tonberry F 
Weak Saddle Buz 
Mirage Saddle Baby Demon 
Counter Saddle Toy Soldier, Metal Hitman 
Reflect Saddle Summoner Hag, Shadow Dragon 
‘Crystal Saddle Black Dragon, Mist Dragon 
Absolute Saddle Spirit Dragon 
Collars 
No-Traps Collar Spriggan 
Penalty Collar Spriggan 
Energy Collar Kobold 
Endure Collar Giant Bat, Steel Bat 
Memory Collar Wood Eyes, Mask 
* Magic Collar Doom Mask 
Curse Collar Mask, Doom Mask, Lamia Queen, Lamadonna 
Unlucky Collar Ghoul, Magic Pot, Sorceror Pot, Wizard Pot 
Stamina Collar Ghoul 








it 
Strikeout Collar Ghoul, Rabid Mammoth, Stone Mask 3 
















Burden Collar Rabid Mammoth 


























Life Collar Rabid Mammoth 

Waterwalk Collar Triton 

No-Magic Collar Stone Mask 

Demon Collar Mini Wizard 

Bargain Collar Lamia Queen, Lamadonna 

Recover Collar Magic Pot, Sorceror Pot, Wizard Pot 
Brandname Collar _ Demi Lich 

CrazyClaw Collar Lamia Queen, Lamadonna 





CrazySaddle Collar Summoner Hag 
hat i Nuts 


% 





Life Nut Item Eater 
Carry Tag Doom Roller 


Mysterious Tag Dark Bahamut 











YOU CAN ONLY STEAL THE ABSOLUTE 
CLAWS FROM MEPHIS, WHICH APPEARS 
ON THE TWENTY-NINTH LEVEL OF THE 

SECRET DUNGEON. 







Floor 





Monster ftem 
































Blood Worm Poison, Slow Tonic, Remedy, Hi-Potion 

Ghoul Malboro _ Poison, Remedy, Hi-Potion, Calm Saddle 

Wood Eyes Hi-Potion, Warp Card, Lost-Child Card, Memory Collar 

Poison Toad Poison, Frog Card, Polish Card, Frog Claws 

Slug Damage Tonic, Slow Tonic, Remedy, No-Slow Saddle 

Mudman Doom Card, Map Card, Geyser Card, Earth Seed (Sleep Card) 
Badger Earth Seed, Energy Nut, Lethargy Nut, Digging Claws 

Mask Doom Card, Reflect Card, Memory Collar, Cursed Collar 

King Behemoth _Nitro, Remedy, X-Potion, King’s Saddle (Map Card, Aero Book) 
Stone Mask Cantrip Book, Mega-Spell Book, Strikeout Collar, No-Magic Collar 
Butcher Confusion Card, Repair Card, Rust Card, Genji’s Claws 





Summoner Hag Aero Book, Quake Book, Reflect Saddle, CrazySaddle Collar 
(Thunder Book, Memory Tag) 
Grand Mummy _Drain Book, Doom Card, Warp Card, No-Silence Saddle 














Steel Bat Spell Tonic, Remedy, Amnesia Tonic, Endure Collar 
Demon Tired Nut, Tasty Nut, Lasan Nut, Chaos Claws 
Vampire Level Seed, LevelUP Seed, Level Down Seed, Healing Claws 


(Hi-Potion) 
































Floor Monster UT] 




















22 Magic Pot Poison, Hi-Potion, Unlucky Collar, Recover Collar 

22 Holy Dragon Thunder Book, Mega-Spell Book, Crash Stone, 
Digging Claws 

22 Dark Bahamut _—‘Fire Book, Mega-Spell Book, Mysterious Tag, 
Crystal Claws (Wood Claws) 

22 Red Dragon Quake Book, Mega-Spell Book, Teleport Tag, 
Absolute Claws 

22 Mist Dragon Blizzard Book, Tasty Nut, Rotten Nut, Crystal 
Saddle (Lost-Child Card, Map Card, Geyser Card) 

22 Shadow Dragon Aero Book, Invis Tonic, Blind Tonic, Reflect Saddle 

22 Spirit Dragon Drain Book, Amnesia Tonic, Elixir, Absolute 


Saddle (Rotten Nut) 


You can also throw Polish or Dull Cards at the following enemies to steal the 
listed items. 


























Monster (tem 

Jet Mole Earth Seed, Lasan Nut, Rotten Nut, Holy Claws 

Evil Behemoth Slow Tonic, Haste Tonic, X-Potion, King’s Claws 

Doom Mask Spell Book, Mega-Spell Book, Cursed Collar, Magic Collar 
Hill Gigas Repair Card, Warp Card, Rust Card, Genji’s Claws 

Pharoh Mummy _ Drain Book, Morph Card, Reflect Card, No-Silence Saddle 
Giant Bat Blind Tonic, Slow Tonic, Haste Tonic, Endure Collar 

Lich Level Seed, Level Up Nut, Level Down Nut, Healing Claws 
Sorceror Pot Spell Tonic, X-Potion, Unlucky Collar, Recover Collar 
Wizard Pot Damage Tonic, Potion, Unlucky Collar, Recover Collar 


Getting the Omega Essence 


You'll stumble across Omega on the twenty-fourth floor of the Secret Dungeon. 
With an impressive 8000 HP, you may be stumped as to how to defeat it and 
even more puzzled as to how to capture its precious Essence. To prepare for 
this challenge, make sure you have one 7a vat 
least six ~~ or , several , and an abundance of 

. When you run into Omega, drink the Haste Potion and then use 
the Carbuncle stone to minimize the damage from Omega’s attack by 3/4. From 
this point, defeating Omega becomes a breeze. 


Start attacking by using the Bahamut and Odin Stones to whittle away at 
Omega’s HP. Keep a close eye on Omega’s HP Omega. If you manage to 
deplete Omega’s HP to 40 or less, finish the battle by kicking Empty Bottles to 
get its Essence. You can use the Omega Essence when combining Claws or 
Saddles to make the Titan Claw or Titan)Saddle, 


























Magic Books 


To fight your way through Chocobo’s Dungeon 2, you must learn how to use all the magic you 
possibly can. Spells are available to Chocobo through the use of Magic Books, which can be 
used only in dungeons. Each book represents a single use spell that you can cast in conjunction 
with different Feathers for extraordinary effects. 


Your magic power increases the more you use a certain type ofjspé oF you use 
enough Fire Books during the game, you eventually raise your Spell e lé you to cast 
more powerful versions of that particular spell. When your magic vel 9; it becomes 
RA magic (for example, Fire becomes FIRA), while at Level 17 or Higher omes GA magic 
(for example, Fire, FIRA, FIRAGA). With each of these changes, ic ? jignificant change 
in the amount of damage the spell does to enemies and the way on-screen. 


To check the status of your Spell Levels, browse the Spell Leve r se menu. This 
menu details your current level for each Magic Book and tell of times you 
must cast that particular type of magic to reach the next lev 


ftem Description 

Fire Book Book of Fire magic 
Blizzard Book Book of Ice 

Thunder Book Book of Lightning magic 
Aero Book Book of Wind i 
Quake Book Book of Earth magic 











Drain Book Book of Life magic 
Cantrip Book Book of Tricks 

Spell Book Book of Spells 
MegaSpell Book Book of Hard Spells 

















Potions & ics 










































are important for plenty of reasons, but the most important one is that 

they can replenish your health or that of your helper character. You can kick Potions? 

at enemies, use them on yourself, or kick them at your secondary character for the 

desired effect. Try using or kicking dangerous Potions at the enemy and you might 

find that they have cool, undiscovered results. For example, if you kick an 
at an enemy, they lose the ability to fight. 






















Description 




















Potion Restores some HP 
Hi-Potion Restores lots of HP 

Elixir Restores all HP, Energy _ 
Antidote Removes Poison 

Remedy Cures all physical ailments 
Nitro Causes explosive damage 
Invis Causes invisibility 





Reduces HP by half 
Poisons target 


Damage 
Poison 




































Slow Slows down target _ 

Haste _ Speeds up target 

Silence Can't use magic 
_Eye-drops Traps become visible 
Dispel Removes curses 

Spell Equipment becomes cursed 
Amnesia _Forget all item names 
Blind Can't see around you 
X-Potion Restores all HP 





Morph Turns you into a monster 









Essences are important not only for defensive and offensive uses in battle, but also for combin- 
ing items like Claws and Saddles. How do you obtain an Essence? Simply equip some Empty 
Bottles on Chocobo, then whittle down an enemy's HP until it's nearly defeated. Kick an Empty 
Bottle at them so the damage inflicted will knock out the enemy. If you are successful in doing 
So, you should capture that monster’s Essence in the Empty Bottle. You can then pick it up. 
Learn the effects and benefits of using Essences for all sorts of purposes. You may even be able 
to use them in many of the events that take place in the Village. 









Effect on Saddles 


Description Effect on Claws 
Goblin Essence Restores lots of Energy - 
omb Essence Causes explosive damage Adds Fire 
‘Mudman Essence Adds Slow 
Fire element 
Ice element 










Resists Fire 
Resists Slow 
Fire element 
Resists Ice 




















Slows down target 
Adds Fire element 
Adds Ice element 

























Description Effect on Claws Effect on Saddles 
Creature Essence Increases Max HP Durability to 50 Durability to 50 
Lamia Essence Causes Confusion 
| Merman Essence Adds Ice element Ice element Ice element 
Tonberry Essence Restores lots of Energy Raises Critical Raises SP DEF 


































































MiniMage Essence | Shrinks target Adds Mini Resists Mini 
Giant Essence Restores lots of HP Raises toughness Raises toughness 





Undead Essence Causes Confusion Adds Confuse Resists Confuse 
Critter Essence Restores some Energy Reduces chance of missing Raises Dodge 
Turtle Essence Slows down target Raises toughness Raises toughness 
Vampire Essence Restores all HP, Energy 
Slug Essence Slows down target Adds Slow Resists Slow 
[Thief Essence |/Speedsuptarget | TakesGil_ | RaisesDodge 
[imp Essence _| Restores lots of Energy —_—| Raises Critical Raises SPDEF 
Can‘t see around you Adds Earth/dig Resists Earth 
Wing Essence Adds Wind element Adds Wind Resists Wind 
Mousse Essence Adds Ice element - 
Pudding Essence Adds Fire element Fire element Fire element 
Jelly Essence Adds Wind element Adds Wind Resists Wind 
Toad Essence Turns target into frog - 
FloatEye Essence Puts target to sleep Adds Sleep 
Demon Essence i = 
Dragon Essence Useful for combining Fire Element 






















































































Resists Sleep 

















Enables you to do both 
Superior and Merge - Me! 
to add Ability Points and 
Elements at the same time 
Enables you to do both Set 
combine, which doesn’t adé 
ability points, and a Fusion 
combine to add attack 
direction and status resist a 
the same time 
Resists Poison 
Level Up and do a Merge 
Combine to add Elements | 
Mask Essence Adds Reflect ability Raises toughness Raises toughness 
Mage Essence Can't use any magic Adds Silence Resists Silence 
Omega Essence Restores all HP, Energy Enables you to make Titan Claw| Enables you to make g 
Titan Saddle 
Vampire Essence Restores all HP, Energy Adds Drain Resists Drain 
Mage & Adds Silence Resists Silence 























Adds Confuse 





Octopus Essence 





Restores some HP, Energy 













Adds Poison 
Reduces chance of missing 


Plant Essence Restores lots of HP, Energy 
Worm Essence Restores some HP, Energy 
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Cards are yet another type of item that can either be used defensively or offen- 
sively during your trips into the dungeons. Cards like the help you refil 


the different springs scattered through the mazes to pick up more Potions, while 
cards like the help turn the tide of the tougher battles. Take some time to 
learn the effects of using different cards in different situations. 






Description 





















































Identify Identifies one item 
Verify Identifies all items 
Confusion Causes Confusion 
Sleep Puts target to sleep 
Frog Turns target into a frog 
Mini Shrinks target 

Doom Calls Doom 

‘Geyser Refills springs 

Map Displays level map 
Warp Warps target somewhere 
LostChild Makes you forget map 
Divide Causes item to divide 
Polish Improves equipment 
Dull Degrades equipment 
Repair Raises DUR 

Rust Lowers DUR 

Reflect Adds Reflect ability 








Morph Causes item to change 








A Chocobo’s favorite treat, , are used like most other items found in the dungeon. You can 
use them on Chocobo or kick them at enemies for different effects. But most of all, 
perfect for restoring Energy during long dungeon trips. 


are 





Description 
















































: Peanut Restores some Energy _ 
Lasan Restores lots of Energy 
Tired Reduces Energy 
Energy Raises MAX Energy 
Lethargy Reduces MAX Energy 
Tasty Restores some HP, Energy 
Feast Restores lots of HP, Energy 
Rotten Reduces some HP 
Life Raises MAX HP 
LevelUp Raises level by one 
LevelDown Reduces level by one 
Wisdom Raises magic level by one 
Speed Speeds up target 





Slowpoke 
Fire Seed 


Slows down target 
Adds Fire power 
















































































Description 



























































Ice Seed Adds Ice power 

Wind Seed Adds Wind power 
Lightning Seed Adds Lightning power 
Holy Seed Adds Holy power 

Earth Seed Adds Earth power 
Merge Seed Can merge elements 
Remove Seed Removes special effects 
Fusion Seed Fuses two special effects 
Level Seed Useful for combining 
Superior Seed Useful for combining 
Set Seed Useful for combining 





Miscellaneous Items 


Name Description 














































Gil Money 

Whistle Get item from storage J 
Teleport Box Send item to storage y 
Thief Key Opens Thief Chest 

_Mystery Tag Raises all magic levels 

Teleport Tag Exit the dungeon 

Carry Tag Increase inventory 





Save at stairs 


Memory Tag 








il 


are precious items found in the dun 
Magic Stone summons some of the famous faces 
Shiva and Bahamut. Use these stones carefully, b 
best in Boss battles. Whenever you use a new 
lar character to show up inthe basement of tl 
your Monster Statue collection. 








Name Description 
Ramuh Lightning summon magic 











Shiva Ice summon magic 
Ifrit Fire summon magic 














Titan Earth summon magic 
Sylph Wind summon magic 
Carbuncle Invincible summon magic _ 










Unicorn Restores all summon magic 
Odin Powerful ally summon 
Bahamut Breath attack summon 
Asura Elemental/heal summon 











Weapons and Armor 














































greatly increase your attack power and oftentimes grant extra abilities 
to your battle inventory. There are many types of Claws available in Chocobo’s 
Dungeon 2, so make sure you learn how best to equip yourself when entering 
a dungeon. The following list details the different types of Claws found in the 
game. Check out the “Claw Break Feather Chart” following these lists to learn 
how to obtain different feathers from the Claws you choose. 


Name Description 
Weak As HP are lost, ATK increases 
Wood Made of wood 










































































































Iron Made of iron 
Mythril Made of Mythril 
Titan Made of titanium 
Lite Lightweight, easy to use 
Flame Contains Fire power 
Frozen Contains Ice power 
Blitz Contains Lightning power 
Hurricane Contains Wind power 
Holy Contains Holy power 
Crystal Made of crystal 
Digging Can dig through walls 
Frog Contains frog magic 
Poison Contains Poison magic 
Sleep Contains Sleep magic 
Chaos Contains Confusion magic 
Silent Cancels Spell casting 
Dwarf Contains Shrink magic 
Slowpoke Contains Slow magic 
Critical Easier to get critical 
Vibro Strong but misses a lot 
Order Attacks forward and back 
Arc Perform a forward sweep 
Cross Perform a cross-shaped attack 
Multi Perform a 5-way attack 
Spin-Kick Attack in all directions 








King’s 
Gil 


High MAX level 

Get more Gil 

Strong, but no level up 

Pret ood claws 

Attack enemy and heal HP 

Gets you tired fast 

Sucks out Essence 

Cursed powerful item f 
Brandname Strong with Brandname set 
Gamblin: See what happens 












































Earth’s een (02) 
Earth’s Revenge (03) 
Break Wall 


PDemon 


eter a 


SpecialjAttacks ALSO, KHOWHTASN | 


Strong Vsts 


SpecialvAttacks 


02: Loot Keeper 
03: Life Keeper 





POragon i = 
StrOn VST ree Weak vst 


Nothing (01), Lightning (02), Nothing (01), Wind (02), Ice (03) : 
Fire (03) 3) 












Specialyattacks # AISG) Kriownhiasm 
it ALTE 
02: Dark Bahamut 
Fire Breath (03) i 03: Red Dragon 


a A Le 16-50" | 


pstrorg) vst . Bae WGeAlGe 
Nothing ¢ 


SpetialfAttacks % INEOLGO WEE. 

row. Nuts (01) Nut £ 
(Curse Nut (02) 02: Skull Eater 
Chaos Nut Wy 03: Item Eater 
Eat Nuts 1 ¢ 








ON FONE hs TG SST AB TSOTSI ET TTS SIS 


Elephant esi Yo0-1cn 


= bemmheee . 





SpetrahAttacks Also) Krownyasm 








; Strong Vste 


SpécialfAttacks 


Water Wallk 


SpecialjAttacks 


, y' 
02: Ahriman 


int Attac 
Flap Around 
03: Flying Eye 


Alsoy Krrownhyas 


SpecialfAttacks 


Aero Attact 
De-Petrify 





Ghost MM s5 





Strong Vsti 
Noth 


SpecialAttacns 






fGobling een 


baal fem | 


[specialAttacKs tf ASO KHOWirast 





Buly.A Guz(01) 
Bully a Kuz (02) 
Done Bullying (03) 






















into in Chocobo’s Dungeon 2 is mighty impres- 
is that you'll meet over the course of the game 
Also Known as...”. If an enemy defeats another mon- 
higher form. 







wide assortment of monsters you 
Each of the enemies has three f 
listed in the heading called 
_dungeon, it transforms in 






group, so ce Sure you check its/attributes carefully. Most of the following monsters can 
be found in main game of Chocobo’s Dungeon 2, but there are quite a few that you 
Won't find until you play through the “Rebuilt Dungeons” after you've finished. 


y 





Strong, Vst= f Weak vst: 
~ Nothing. 


* Mampire:Form (01) 
* Slow Bite (02,03) 





} Strong Vsti 
Cite. 1 Nothing 


4 


jehémoth #F 
03: Evil Behemoth 


{strong Vs 


SpecialAttacks 


——S ate 


emma oe 


{strong vst 
SpecialfAttacks 


xplode 
Build Steam 


pam ners Ysera > hai 


Cactus 


Se GELS 
Drop Gil 


Poison Spines (02) 
Confusion (03) 


Weak vst 
Nothing. 


Also) Kriownlast 


01: Black Mage 
02: Black Sorceror 
03: Black Wizard 


100-200 


Also Krownlas® 


er oc PT 


Also) Krrownyasw 
01: Cactus 
02: Cactuar 


‘7] 03; Crazy Cactus 














Just like Claws, you can find in dungeons and combined with others to create tougher, 
more varied items. Saddles increase your defense instead of your attack power and protect you 
against certain statuses, depending on which Saddle is equipped. Read about the enemies you 
will be facing in each dungeon, and choose which to equip accordingly. 





Name Description 


































Weak As HP are lost, DEF decreases 
Wood Made of wood 

Iron Made of iron 

Flame Strong against Fire 

Ice Strong against Ice 

Lightning Strong against Lightning 
Wind Strong against Wind 

Holy _ Strong against Holy 

Earth Strong against Earth 
No-Slow Hard to be slowed 




































































No-Poison Hard to be poisoned § 
No-Sleep_ Hard to be put to sleep ¥ 
No-Dwarf Hard to be shrunk 

No-Frog Hard to be turned into a frog 

Calm Hard to be confused 

No-Silence Hard to be silenced 

Mirage Causes enemy to miss 

Counter Returns 1/4 damage 
_Mythril Made of Mythril 

Lite Lightweight and easy to use 

King’s High MAX level 

Crystal Made of crystal 

Reflect Reflects 1/4 magic 

Titan Made of titanium 

Absolute Strong but no level up 

Genji’s Pretty good saddle 

Ribbon Helps avoid bad effects 





Grudge 
Brandname 


Cursed but strong item 
One of the Brandname set 

































Fea 


| Unlike Saddles or Claws, you cannot combine when using the Stove 
in dungeons or the Village. Instead, Collars serve as great defensive or 
stat-boosting equipment. They also can earn you a pretty penny at Chubby 
Chocobo’s shop if you need some extra 









Description 






























































Magic _ Improves magic 

Life Nulls level drain 

Guard Protects against theft 
Stamina Hard to get tired 

Burden Easy to get tired 

Energy Tire slowly, heals quickly 
Recover Easy to recover HP 
Unlucky Hard to recover HP 
Endure Freezes HP and Energy 
Strikeout Misses more often 
Memory Won't forget map 
No-Magic Strong against magic 
Cursed Curses all equipment 
No-Traps Never get caught in traps 
Penalty Always caught in traps 
Bargain Buy items cheaper 
CrazyClaw Freezes DUR 
CrazySaddle Freezes DUR 

Waterwalk Can walk on water 
Demon Know monsters’ locations 









Brandname One of the Brandname set 


Other Offensive Items 


There are other items that you can equip or use in dungeons. Stones are per- 
' fect to use for long distance attacks or as ways to explore the dungeons 
around you. Empty Bottles can be used to collect Essences from the creatures 
you fight. But all of these items inflict relatively low damage against most of 
the enemies in dungeons, and instead work better as defensive means to 
cause damage from a distance. 













Description 
Stone Kick at monsters 
Power Stone Hurts when it hits 
Crash Stone Kick to break walls 
Go to new location 
For water and Essence 


























Claw Break Feather Lists 






When you equip a Claw that has been combined with another at a Stove in a 
dungeon or at the Black Mages’ Lab in the Village, that Claw may break in 
battle. When this happens, you automatically receive a Feather. If you don’t 
receive a Feather, it’s most likely because the Claw you have equipped is not at 
a +1 Level or higher, as well as the product of a combination. 








The type of Feather you may receive is determined by the level of your Claw 
when it breaks. The following is a list of what type of Feather to expect when 
your Claw breaks. 





Claw Name 
Thunder Cross Thunder Cross 


chaos Confusion 








Critical Critical UP___| Critical UP__| critical UP 
Digging Quake All | Quake All 
Dwarf Mini 











Flame Fireball 





Blizzard Storm | Blizzard Storm | Blizzard Storm | Blizzard Storm | Blizzard Storm 





Gambling 





Healing 





Holy. 





Hurricane 














Drill Shoot 





Power Shoot Phoenix 





Dodge Up Recover Recover 
HP Up HP Up 





Power Up 

















Flare 


Gritical Up 








Atk Up 





Recover Up 





Titan Ultima 








Slowpoke 





Genji's 
King’s Claw 








Spin-Kick 





‘Summon Up 





Sleep 














Saddle Break Feather Chart 






Hf you've combined two Saddles that result in a new one that reaches a 
+1 Level or above, you have a chance of getting a Feather when the Saddle 

breaks. The following information shows which Saddles at what levels give you 
certain Feathers. 


+9 +10 (over) 


























Remove 











tical Up 


Defense UP 











Sylph 





Silence 











rit 











Sleep 











Gravity 


Unicorn 











Phoenix 








Ultima 








Bahamut 








‘Aero All 





Syiph 



















Dodge UP. 





Phoenix 





Slow 








Crystal Carbuncle 
Kens 














Sp Def Up 






To Get THE ENeRGy Up FEATHER YOU 
MUST COMPLETE THE GAME ONCE. THEN 
WHEN YOU FINISH SUBSEQUENT DUN- 
GEONS, YOU HAVE A RANDOM CHANCE TO 
RECEIVE THE ENERGY Up FEATHER, 
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30-100 § HP KOC ee . eae 


! Strong Vsti Weak vst 
Nothing 


SpeciaAttacks ASO) KHowhyasiy 
Spin Hit : Clay 

Break Doors (01) Bue 02: Golem 

Break Door (02, 03) Ti ‘03: Iron Golem 


Strong, Vsts 


SE AECL CS 
Whimper 
Squealin’ Mad 9p 
Scamper By 





Strong VST is 
“ Fi ; 2 H | 


special PREC 
Guard stairs iy 





ie 
ire pbk 





( Strong, Vsti 


SpetialvAttacks 
Teleport 
‘Throw Potion 
Peek-A-Boo! ig 03::Wizard Pot #F 


on 


AISO Krrowihyasiy 

aos Breal 1: Malb 
Poison Grasp (02) 02: Malboro Ghoul 
r 03: Great Malboro 


A OT: 
Reflect! 02: Stone Mask 
5 03: Doom Mask 





WCET AC 


Also KHOWHy aS 


Bee Drain (On. "2 
be Pro (03) Z 


Fire one rid (02). 
Nothing (03) 


Aero Bree (02) > 
Drain. Beaty (63). 


Lee 








